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While standing with your feet neck-width 
apart, bend over until you can see the ball 
past your pectorals. 
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Wrapping your putter around 
neck won't help your handicap 
bad karma. 
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rBreaker007 on Getting Out of the Sand 


Iways ask how | learned to conquer these mighty sand traps. | don’t know. 
ke asking how gale-force winds learn to blow just as a dude's ready to tee 
All| do know is that ever since | was a kid, | liked surfing near sand, sitting on 
d, even eating sand. But that was on a dare. 













Before attempting to get that ball out, 
thoroughly wax your wedge. Better too 
much than not enough. 





Swing underthe ball and liftit out ofthe 
sand. Then do a thorough toe check for 
any signs of sand jam. 
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Time really does fly 
when you're having fun 


ack in September 1997, we 
challenged ourselves to create 
the world’s best videogame 
magazine, on our own terms, 
to show the corporate guys 
how it’s done. We didn’t have a demo disc 
or an official Sony license, but we knew that 
nobody loved and understood games as 
much as us. We didn’t just want to provide 
the best possible PlayStation coverage, we 
wanted to build a community, hang out with 






What was the craziest thing 

Ever wonder 4 you've seen at PSM? 
whatacrack | Bill Paris screaming “Cool on 
team of the chicken!” while playing 

f | . 
videogame | Parappa. | feared for my life! 
journalists | = BILL DONOHUE 
looks like? | MANAGING EDITOR 
...Aw, c'mon | i 

h; LIKES: polish-pope.com 

Hits Just work _ | HOBBIES: Playing loud music 
with us @ 4 
little, here... What was the craziest thing 
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| RANDY NELSON 
‘ EXECUTIVE EDITOR 


LIKES: Action, shooters, racers 
HOBBIES: Toys, comics, anime 


# you've seen at PSM? 

Me wearing my monkey suit 
and scaring the crap out of a 
bunch of first graders! 


ON THE COVER | W 


you guys and have fun. You must have had 
fun, too, because PSM continues to be the 
best-selling, most-read PlayStation magazine 
not just in the U.S.A., but in the entire world. 

We're celebrating our anniversary with 
several special features that look back at the 
amazing times we've been through, and look 
forward at the amazing times ahead. 

It’s really been an amazing ride — thanks 
for taking it with us. Without you guys, we'd 























CHRIS SLATE 
Editor-In-Chief 

| LIKES: Action/adventure 
+ games, platformers, 


arcade racers, 
The Ultimates 


HOBBIES: Comics, hoops, 
DVDs, movies, anime, 
/ | drawing, iPod 


What's the craziest thing 
you've seen at PSM? 
Well, someone mailed us 
a corpse once — it wasn’t 
Teal, but it was disturb- 
ingly life-like. So, of 
course, we dressed it up in 
different outfits and posed 
it at our desks. Fun times. 





have to get real jobs :-) — CHRIS SLATE 
*) ERIC BRATCHER | Kaiser Hwang 
| SENIOR EDITOR ASSOCIATE EDITOR 
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LIKES: RPGs, Weird Imports 
HOBBIES: Taming my yard 


| What was the craziest thing 
| you've seen at PSM? 

I'd have to say the 
Unforgiving Tin stuff was 
really out there. Man, it hurt! 


DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Playing music 
HOBBIES: Learning guitar 


What was the craziest thing 
you've seen at PSM? 

Finding those 5 quart bottles 
of frozen saliva in the fridge 

was kinda weird, I guess... 


LIKES: FPSs, Franz Ferdinand 
HOBBIES: Loving my ex-cat 


What was the craziest thing 
you’ve seen at PSM? 

I've only been here for a few 
weeks. A better question 
would be “What’s normal?” 


| GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Sanity 
HOBBIES: Hallucinating 


| What was the craziest thing 

| you’ve seen at PSM? 

1 am sitting next to Bill for 5 

| years. Isn’t that all the answer 
you are needing? 





e’re sick of it, okay? Too many great games end up sitting on store shelves because 
they’re not big brands. We’re making it our mission to get the word out, to make sure 
that you guys know what’s really cool out there. The lesson begins on page 48... 
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FEATURED 
PREVIEWS 
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WWE SMACKDOWN! —- 
“Hey, did you know | can see your house 
from up here?” 







games that should be pinging your THE ATMOSPHERE 
radar heavily! Turn to page 48 to 


Gz: Of War is just one of five << THE STORY IS DARK, 
learn what should be in your gaming future! IS DARKER... >> see CC Siesta CLT Oly, 


we're really sorry for that one... really... ) 










STAR WARS BATTLEFRONT 


In the end, Bob had to sell his satellite dish. 
The cable company had won again... 





PSONE HUNDRED 
MILLION! 


We know it feels more like 70 years, | The complete history of the little SILENT HILL 4 


but turn to page 33 anyway... box that changed gaming forever! In the days before modern BREnCe 
organ donation was painful and messy. 
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ITS << THEY WEAR SUITS AND TIES AND 
oa " wpa SOMETIMES THEY’VE NEVER EVEN 
PLAYED AGAME >> pg.6 


No, 10, of First 
you step, 24e/7 you 
glide and then it's 
Cha-cha-chal 









48 ee BYINGTOPLAY!! : 


oo ESPN NFL 2K5 
+ INET OR ==] =A¥/ (=i) '" what very well may be the sports game 





upset of the decade, Sega’s ESPN NFL 2K5 
Your inside look at this month’s Your first look at the hottest trounces Madden NFL 2005 for the first time! 


hot topics, gear, and games 





new PlayStation 2 games You'd best hustle on over to page 14 for the 411 
5 “. on this absolutely amazing title! 
Pel DRY BURNOUT 3: TD 31 
Spee FEATURED REVIEWS 


DEMON STONE: FR 78 
GHOST IN THE SHELL: SAC 76 
GRADIUS V 70 
JUICED 68 
MIDNIGHT CLUB III: DE 67 
NEED FOR SPEED U2 66 


Where's the innovation? 





PSNEXT _ 12 NOCTURNE 78 
et cope ae PRINCE OF PERSIA2 —-80 4 MADDEN NFL 2005 W (eas A FRONT MISSION 4 Ray was darn 
PS3 and PSP! g ROCKY: LEGENDS 33 Frog goes horribly wrong... sure he'd bag a buck 
REVIEWS __SMENTHILL 4: THEROOM 74 eae ’ 
; The world’s most accurate, STAR WARS BF RR 
in-depth game reviews STREET RACINGSYN. . 68 
WWE SMACKDOWNI//RAW 60 
GAME OF THE MONTH: XCMEN LEGENDS 7 
ESPN NFL 2KS 14 y 
Madden gets clobbered! 
peso 26 HOW AO, oe oe 4 GHOSTHUNTER “No, really, Bill! 4 SPIDER-MAN 2 On hot nights, 
COMBAT ELITE: WW2P 24 Ti id ah hat My copy is in your Inbox! Really!!!” Ed and Irma danced on the roof. 
CRIMSON TEARS 54 Tips, guides, and cheats tha 
DRIV3R 5 will make you a winner 














ECHO NIGHT: BEYOND 22 THE PSM MISSION STATEMENT 


PSM is the magazine for the gaming elite — the hardcore gamers that support and drive 
FRONT MISSION 4 18 FINAL FANTASY XI 87 this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
GHOSTHUNTER 20 NFL FOOTBALL 84 family’ or waste space interviewing movie stars that have nothing to do with games. 
MADDEN NFL 2005 a(S) FUTURE TACTICS: UPRISING 89 That’s just not what we're into. 
MALICE PAS) 


, KARAOKE REVOLUTION 2 89 PSM is also proudly independent. We have no official corporate sponsor, so you can trust 
MCFARLANE’S PROPHECY 26 that our reviews and opinions will always be 100% our own. Our readers always come 


1X01 0) P/N SYN BY hey a 22 MTX MOTOTRAX 89 first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
SHOWDOWN: LOW py 12s) Fe) ssa id | 89 PlayStation 2 gamer, who deserves nothing less. Now let's get this issue going! 
SPIDER-MAN 2 PAs) STRIKE FORCE BOWLING 89 
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STREET FIGHTER AC 20 WAY OF THE SAMURAI 2 89 





PSV (elec 


YOUR INSIDE LOOK AT THIS MONTH'S HOT TOPICS, GEAR, AND GAMES > SEPTEMBER 2004 





IS INNOVATION DEAD? 


ATTACK OF THE CLON 
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Copycat games are crushing 
innovation, but we can fight back! 


here’s a war going on 
between the people 
who make games, and 
the people who get 
them on store shelves. 
That feeling you've got of having 
been there and done that a hundred 
times before? Well, you're not 
imagining things — it’s real, and it’s 
getting worse every year due to... 


@ NUMBER CRUNCHERS 

They wear suits and ties and 
sometimes they've never even played 
a game. They're the people who 
make the people who make games 
make what they think you want. And 
most of the time, they think what you 
want is more of the same... based 
entirely on numbers. 

For example: millions of people 
buy Grand Theft Auto. Suit guy says 
“We need a game like that! It’ll sell 
like crazy!” The truth is, people liked 
GTA because it was something fresh. 
Sad thing is, PlayStation’s so big, 
there are enough people who'll buy a 
game just because it /ooks similar to 
another game that the money men 
can argue their point. 


@ POOR TIMING 

When a company decides to do the 
unthinkable and actually release 
something fresh and original, they 
all too often do it at the same time 
that everyone else is putting their 
games on shelves — in other words, 
the holiday season. It’s a bad time to 
release games no one has heard of 
because ney, simply get lost i in ue 





shuffle of more well-known titles. 

The truth is, game publishers are 
overlooking two huge points. The first 
is that PS2 gamers aren’t all little 
kids who get their games as presents. 
The other is that people actually 
buy and play games at other points 
in the year — there are huge gaps 
in the release schedule just begging 
to be filled. Summertime is a great 
example; many gamers have more 
time to play games because they’re 
home from college, etc. 

So when an “unknown” game 
gets released amid a torrent of other 
titles, it tanks. The number crunchers, 
in turn, decide that people must not 
want something new. Wrong! 


i CRAPPY ADVERTISING 

For the most part, game ads and 
commercials suck. They often don’t 
show the game, or, even worse, 
explain what it is. The #1 thing a 
game ad should do is let people 


QUALITY 
ONE 





B < Capcom 

| popularized 

s the fighting 
game genre, 
but countless 
knock-offs 
just about 
destroyed it. 


crunchers. They don’t care if a 
game is good — they care if it will 
sell. So, chances are that unless 
you've got a “big” game, it might 
not even get seen! 


@ IMMITATION INNOVATION 

Put any number of games in a genre 
next to each other, and you can 
point out subtle differences, but 
really, they’re all very similar. It’s 

one thing that led to the downfall 

of the fighting game. As gamers, we 
gobbled up every little minor twist, so 
companies kept on milking the genre 
for more until we finally realized 
what'd been going on. 


i WHAT CAN YOU DO? 

We can just sit around and wait for 
innovative games. There's always 

a smattering of them around new 
system launches — think PSP and 
PS3 — since there’s so little competi- 


“They decide what you 
play, but they don't 
even play games.” 


know about the game, but instead, 
we get monkeys doing doughnuts in 
a supermarket parking lot. 

What’s more mind boggling is that 
the more innovative a game is, the 
more obscure its ads are. They should 
be saying “Hey, here’s what's so cool 
about this fresh new game!” 


li SHRINKING SHELF SPACE 
Stores only have room to display so 
many games, especially with new 
systems constantly being released. 
The people who make the decision 
of what goes on them are number 


tion. But how do we, as gamers, put 
an end to the cycle now? Renting 
games, for one. For a few bucks, you 
can take any game that looks inter- 
esting for a spin. It sure beats buying 
a game that sucks, and making the 
number crunchers think something 
similar will sell. 

Some of the best games are 
the ones that don’t look or sound 
anything like the last great game you 
played. Give something new a try, 
and send a message that repurposed 
crap isn’t going to cut it anymore. 


ILLUSTRATION: MAX LICHT 
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YOU HAVE BEEN JDENTIFIED’AS THE AGENT WE ARE LOOKING FOR. 
REPORT TO: GABE LOGAN, |.P.C.A. COMMANDER-IN-CHIEF. a 
OBJECTIVE: STOP OMEGA STRAIN VIRUS AND THE TERRORISTS WHO CONTROL IT 


ARSENAL: 100+ HIGHLY LETHAL WEAPONS INCLUDING: SILENCED SUBMACHINE 
GUN, OSC-1 THERMAL SNIPER RIFLE, CH-9 MACHINE PISTOL, BLASTER GRENADE. 





MISSION DIRECTIVES: ELIMINATE ALL ENEMY AGENTS AND PREVENT OUTBREAK 
OF DEADLY MUTATING VIRUS. ANY INFORMATION RECEIVED WILL BE HIGHLY 
CLASSIFIED AS YOU WILL BE ENGAGING LETHAL INTERNATIONAL ASSASSINS. 
SUCCESS OF THIS GLOBAL COUNTER-INTELLIGENCE OPERATION IS CRUCIAL. 


spsbeecspes 


PRIORITY: URGENT, 
THE BEST WEAPON WE HAVE IS YOU 
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LIVE IN YOUR WXRLD. 
PLAY IN OURS: 


Syphon Filter is a registered trademark of Sony Computer Entertainment America Inc. ©2004 Sony Computer Entertainment America Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony 
Computer Entertainment Inc. “Live In Your World. Play In Ours: and “The best weapon we haveis you: are trademarks of Sony Computer Entertainment America Inc. Online play requires Internet connection and 
Network Adaptor (for PlayStation 2) and Memory Card (8MB) (for PlayStation 2) (each sold separately). The “Online” logo is a trademark of Sony Computer Entertainment America Inc. 


°° MONITOR | 


“outa oul! 


THE MEWS: A Ul-based company has 
release HD Loader, a program that lets 
you install almost any game to the PS2 
HDD and use drives other than the 
Official Sony 40GB model. 

‘THE WIEW: It's a great idea, but it 
doesn’t bode well for game piracy; 
since you don’t need the original game 
disc to play from the HDD, unscrupu- 
lous gamers can simply rent games, rip 
them, and return them. Yikes! 


THE NEWS: Atari is planning at least 
one more Matrix game for PS2, and 
another for “next-generation consoles?’ 
THE VIEW: If they're good, great 

— but does anyone really care about 
The Matrix after two abysmal sequels? 





THE NEWS: Mastiff will release 
Gungrave: Overdose in the U.S. this fall. 
THE WIEW: Published by Sega, the 
original Gungrave wins PSM’s award for 
the most simultaneously action-packed 
and incredibly boring game. Hopefully 
its sequel, which features multiple 
playable characters, is much better. 


THE NEWS: Square-Enix has 
announced a second action game 
based on the hit Japanese anime, 
Fullmetal Alchemist, for release in Asia 
this fall. 

THE VIEW: The first Fullmetal 
Alchemist game hasn’t even hit the 
States yet, although it was looking and 
playing good at E3. This new title looks 
even more like the anime, which should 
be a big plus for its growing fan base. 


THE NEWS: Sales of the PS2 more 
than tripled during the week after Sony 
cut the system’s price to $149, and are 
currently averaging roughly 2.5 times 
more than before the price drop. 

THE VIEW: Let’s get this straight... you 
lower the console’s price by $30 and it 
sells more. Genius! We're still trying to 
figure out the logic behind selling the 
barebones PS2 and the online bundle 
for the same price. 


THE NEWS: It’s not an official 
announcement per se, but Namco is 
definitely working on a new Ridge Racer 
to be released next spring, according to 
its most recent financial reports. (Yes, 
we'll even read through boring numbers 
to get the news.) 

THE VIEW: Thank goodness. R: Racing 
Evolution was first billed as the next 
game in the series, and ended up being 
a mediocre racer that had nothing to 
do with the real RR. We're keeping our 
fingers crossed that it turns out well. 


‘GRAN TURISMO’S FRENCH CONNECTION 


y GT4' S latest course is more thrilling than Euro Disneyland 






















acre bleu! It’s the best thing to babes to France 

since... the invention of the public restroom. 

On its globe-trotting mission to create the best 
racer ever (again), the gearheads at Polyphony Digital 
have chosen Paris as the latest international locale - 
to make an appearance in Gran Turismo 4. Imagine: 
smoking the competition in grueling races past the 
Eiffel Tower, The Arc de Triumph, and any one of a 
hundred American fast food franchises! 

We've got Japan, the United States, Germany, 
France, Italy, and Hong Kong on board for G74 so far, 
and more locales are sure to be revealed leading up to ~ 
the game’s November/December “keep-those-fingers- 
crossed-it’s-real” release. 


peanes cosa : . 
4 Sony has refused to release actual gameplay screens of GT4 until their Py 
danse opeceedg Age i 


| : ee 1 gooduil we've 


THEY’RE BAAACK! 


“Do I look funny, punk? 
I didn’t think so!” 


Oddworld returns to PS2 thanks to Electronic Arts 


't was only a matter of time. After leaving PS2 behind 

(and not before saying plenty of, well, not so nice things 
about it) for the literally greener pastures of Xbox, Oddworld 
Inhabitants, creators of the popular Oddworld series of 
adventure games, is back on PS2... thanks to Electronic Arts, 
of all companies. 

Stranger, the work-in-progress title for OWI’s next game 
will be the first PS2 release from the company under the 
agreement. Originally, Stranger, which tells the story of a Clint 
Eastwood-ish, moose-like bounty hunter named Steef, was in 
development exclusively for Xbox — not surprising, consider- 
ing OWI claimed in the past, that their gameplay ambitions 
could only be realized on Microsoft’s console. Hmm... 

EA hasn’t revealed whether the PS2 version of Stranger is 
being developed by OWI or another company, but we'll keep 
you posted with the latest details as we get ‘em. The game is 
ontrack for a 2005 release. 
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Unleash your inner artist! Fan art 
submissions can be sent to PSM 
online at psm@futurenetworkusa. 
com — just be sure to include the 
words “Fan Art” in the subject line of 
your e-mail! 






















<< TIMOTHY LIM sent along this great scene featuring the fam 
web-slinger, who will swinging his way back onto PS2 soon. — 


“What’s up with Square making Final 
Fantasy Vil: Advent Children a movie 
instead of a game? I’ve been wishing 

for years that they’d make a sequel to 

my favorite game ever, and instead it’s 
something | can only watch, not play? 
Huh?! Even if it does look really cool, 

| won't feel like I’m a part of the story, 
which is why | love RPGs in the first place!” 
—Max Fields, Norfolk WV 



































“Okay, | went out and got a HDD with Final 
Fantasy XI, thinking it was going to be the 
best thing ever. FFX/ is great, sure, but | 
feel really cheated. From what | can tell, 
there are no big games coming out that 
REALLY use the HDD, and no matter what, 
I'm going to get sick of playing or paying 
for FFXI eventually. Sony should have 
thought this out better’ —Leslie Madsen, 
Las Vega NV 





“Am | the only one who's sick to death of 
all the military shooters and GTA clones 
that are out or coming out? There are like 
a dozen World War whatever FPSs on the 
release list, and your E3 feature said “this 
game's like GTA with blank” every other 
sentence! Companies should really take a 
look at what other games are coming out 
and realize that I’m not going to buy half a 
dozen war games a year, or some second- 
rate knockoff every other month’ —Ted 









ee Fy oi 14 



































Angsly, Miami FL << We always love getting A PAUL HOEFENER is a bio ¢), 
el great Street Fighter fanart, if you couldn's tent Pits lebetad fan, 
and this piece by JASONL. Showing a lot of promise, yen nee 
q zg RICHARDSON is one of the eaten ro naee Way to Bol 
“1 think it’s really cool that Capcom : 


best we've seen! - 
decided to make Street Fighter III part 
of the Street Fighter Anniversary collec- 
tion, instead of making me shell out an 
extra $30-40 for it. Not that | wouldn't 
have, but it just makes me feel like they’re 
putting the player first. Unlike a certain 
other console company’s “classic collec- 1. Metal Gear Solid 3: Snake Eater 
tion” where the 8-bit games are $20 a C “-— er 

pop!” —Ben Sterling, Boston, MA | 





ie 
j hr Su bo 
“I'm a big comic book fan, so I’m totally ae 
psyched to see some of my favorite 
PlayStation characters showing up in 
quality comics. In fact, the Street Fighter 
comic (with variant covers by Jo Chen 
— she rocks!) is really good, and even the 
Devil May Cry comic seems to be off to a 
good start. Now there's a comic adaptation 
of Metal Gear Solid on the way, and I've 
got my fingers crossed that Final Fantasy 
will next in line to get the comic book 
treatment!” —Kerry Kenny, Sacramento CA 





. Kingdom Hearts II 

. Final Fantasy XIl 

Gran Turismo 4 

Mortal Kombat: Deception 

Jak 3 

Killzone 

. Ratchet & Clank: Up Your Arsenal 












Have something you want to get 
off your chest? Think something’s 
Treally cool? Send an e-mail to 
psm@futurenetworkusa.com with the 
words “Rants & Raves” in the subject 
line, and we'll print the best submis- 
sions here each month. 


oon aur wan 


. Rumble Roses 
10. Xenosaga II 


Cast your vote at www.psmonline.com! 
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CELEBRATING: 
9th anniversary 
of the original 

PlayStation’s 











oe DID YOU KNOW: 100,000 





“ie ~__ systems were sold during 
launch gia __) PlayStation’ first week on 
¢ 4 == shelves, making it the most 
: successful console launch 
= ever at the time. 





OPENING: 
Sky Captain and The 
World of Tomorrow v 


FLYING ACE! Jude Law and 
Angelina Jolie star in one 

of the most original looking 
action/sci-fi blockbusters ever. 





20 


RELEASING: 


Tiger Woods 
PGA Tour 2005 


Monster Hunter p- 


A | 


Star Wars: Battlefront > 





PSM PICK: Team up with three buddies 
online for some truly big game stalking. 


28 


*G6/6/6 UO sai0}s 
Wy uoneysAelq 
ay} a1ojaq sAep 





Hone ‘ 4NO} pssesjol 

ef Jam Fight For NY aJaM dIAOLJ aU 
Viewtiful Joe » 204814 Jaa. NS pue 

be a uOnIpPZ JUSWeUINOL 

PSM PICK: One of PS2’s best PSM PICK: The coolest action wef Wan 

brawlers gets a major update that game in years finally comes to : 

fighting and wrestling fans will love. PS2. You must own this! SUAMSNV VIATEL 


THREE-MONTH OUTLOOK 


(oO) Gl gO} 242474 : 10/15 Virtual Pool Tourn., Crash ‘N’ Burn : Savage Safari Hunt, Trigger Man, World } IMIG Ford Mustang 40th anniversary, Digital 
10/1 Sega Ages Classic Collection, Snowblind; 10/18 Outlaw Golf 2, Classified Sentinel ; Championship Poker, Polar Express, King of Devil Saga, Dragonball Z Budokai 3, Dead to 

ga ges Classic Collection, Sni Crisis, Grand 7 : ie Gis ee Roar RPG, pice Maly ? Rights Il: Hell to Pay, ESPN College Hoops 
10/4 Midway Arcade Treasures 2, SD Gundam — yng scaler Fight Club, Red Ninja: ee ne eee 2005, Suikoden IV, Yu-Gi-Oh! Capsule 
Force, The Incredibles, Spongebob Squarepants {onor The Bard's Tale, Concrete Jungle : Lemony Snicket: A Series of Unfortunate Monster Coliseum, Rumble Roses 


Movie, 100 Bullets, BloodRayne 2 World Championshi E 
: plonship Rugby : Events, Duel Masters, Godzilla: Save the 
10/5 Choro Q, Battle Assault 3, Area 51, : ESPN NBA 2005, Teenage Mutant Ninia Earth, j IIT Need for Speed Underground 2 


Leisure Suit Larry: Magna Cum Laude ? Turtles 2, NBA Starting Five 2005 ? NCAA March Madness 05, Shadow of Rome: /I9 Fahrenheit, Wild Arms: Alter Code F 
NBA Live 2005, Tony Hawk’s Underground 2: 19/26 Second Sight, Robotech Invasion ? WOR } 1123 Jak 3, Neo Contra, Midnight Club 3 
10/11 Cowboy Bebop, Tak 2 The Staff of ; Kuon, Death by Degrees, Under the Skin : Capcom Fighting Evolution, Altered Beast : Dub Edition 

Dreams, F : Ty the Tasmanian Tiger 2 : Sonic Mega Collection Plus, Battlefield: : 


10/12 Hot Wheels Stunt Track, Blood Will Modern Combat, Spyro: A Hero's Tail : DECEMBER 
King Arthur, WWE SmackDown vs RAW 


ust Vigula Guest e rd ring jst ; NOVEMBER : Guilty Gear Isuka 12/1 StarCraft: Ghost 


FIFA Soccer 2005, Nig mare Before : II/1 Lobo, Ghost Recon 2, Ace Combat 5 i 4 4, Killzone } 12/7 Super Monkey Ball DX, [ 
Christmas, Taiko Drum Master > we Chulip, Pinball Hall of Fame, Ws 5 i : 12/15 The Fast and the Furious 
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. HULK HOGAN - RANDY “MACHO MAN” SAVAGE - STING - ULTIMATE WARRIOR - ANDRE THE SIANT & MANY MANY MORE! 
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dy phe 
~ New “Ready Wo Brawl” Controls > Battle through the 70's, 80's a 30's i in the ‘SHOWDOWN Challenge » 1st Ever Classic es? 
* Qver 20 Match Types including Table, First Blood, ladder, Steel Cage, Battle Royal, iron Man, Hardcore, Elimination and Many More! ~ 


IN STORES NOW 
| | SSONATANG sie) PlayStation.c 2] des WW. legendsshowdown.com AGiaim 


www.acclaim.com 


| Legends of Wrestling™ Showdown™ and Acclaim ® & © 2004 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Austin. All Rights Reserved. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox 
logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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s° MONITOR 





PSNEXT * 


Sony’s not making any bones about 
it: it’s flat out told developers that 
straight ports of existing (or even 


NEW! The #1 source for PSP and PS3 
news, views, and more! 


ANSWERS FROM 
THE FUTURE! 


Once a month, using 
top-secret technol- 
ogy (okay, it’s a 
bunch of beer 
cans and wire 
hangers Bill glued 
together — but 
hey, it works), PSM is 
able to open a rift in the space-time 
continuum and communicate with 
our very own Randy Nelson... in the 
year 2025. He's already seen PSP and 
PS3, so if you've got a question, he’s 























future) PS2 games to PSP is a got your answer — from the future! 
major no-no in their book. Instead, 
it’s encouraging game companies 
to come up with original proper- 
ties and idea for the handheld 
(something that wasn’t very evident 
at E3) or specialize existing ones 

so that they’re unique on PSP, and 
not just rehashes of their console- 
based big brothers. 

Hopefully Sony isn’t develop- 
ing a “do as we say, not as we do” 
attitude; Gran Turismo 4 Mobile and 
the demo of Ape Escape shown at 
E3 look exactly like their console 


Will the PSP have vibration like the 
PS2 pad? —Bill West, Bakersfield CA 
Randy 2025: Controller? Oh, you 
mean those things we used before 
neural interfaces? | remember those. 
Anyway, to answer you question, no. 
The drive mechanism in the PSP is 
too susceptible to shock, so if the 
whole system vibrated, you'd get 
disc read errors left and right. That, 
and how’d you like a $199 handheld 
wiggling its way out of your hands 
— or off a table if you set it down 
with a game playing? 











PSP's real software lineup: when the 
first actual, near-complete games 
are shown at Tokyo Game Show in 


counterparts. Of course, Ape Escape 
may not end up being released, and 
any number of changes/additions 
could be made to the game before 
it’s released. 

We'll know a lot more about 







I've heard a lot about PS3 and 


































Internet capabilities. This is just the Gi ; 

beginning of what will surely be a iw Ar ieamase eed lag From 
steady flow of “episodic content” ea ee : 

eaten ues , : At this year’s E3, one of Sony's —Jack Warner, Chicago IL 


Randy 2025: For PlayStation 6, yes. 
But for PlayStation 3? Hah! When 
your letter was written, there’s no 
way Sony could expect there to be 
enough people with high-speed 
Internet access to make such an idea 
feasible. Sure, you can download 
demos and stuff, but games will still 
come on discs. If only people who 
had broadband could play games, 
there’s no way Sony could sell 
anywhere near the tens of millions of 
PS3s they want to. 


Speaking of Tokyo Game Show, 
Sony's U.S. gamers day, scheduled ener 
to take place around the time of 
the Japanese event, will likely put a 
considerable focus on playable PSP 
software, in addition to new PS2 
titles slated for early to mid 2005. 

ATV Offroad Fury and Twisted 
Metal: World Tour are two of the 
titles expected to be playable at 
the event, which, being held by 
Sony, will primarily focus on first- 
party software. 


head hardware gurus talked about a 
computer being developed by Sony 
and IBM that has the Cell processor, 
the heart of the PS3, at its core. 
The purpose of this super-powerful 
computer isn’t gaming, but rather 
the creation of visuals and special 
effects for movies, TV, and so on. 
But that doesn’t mean it won't 

have an impact on the games we're 
playing two years from now. 

In fact, the same 3D modeling 
and animation tools being made 
available to Hollywood artists will 
be in the hands of game artists 
designs when the first proper PS3 develop- 
ran so hot, ment systems ship. This means that 
some there will be plenty of 
kits people already out there 
actually melted before more who are familiar with how 
industrious developments had_ to make things “work” on the PS3, 
the idea to keep theirs in specially which will definitely help early PS3 


ibe ee gues their games take better advantage of the 
SURES eon Ss hardware than PS2’s did. 


cables and the like. Yikes! 


Development sources lucky enough 
to be on Sony's short list for early 
PS3 hardware have told us that 
the first iteration of system they 
received 
Was 
smokin‘... 
for real. 
Evidently, 
the un- 
optimized 
chips and 


Do you think PS3 will come out in 
2005? —lodd Miller, Tampa FL 

Randy 2025: What? PS3 came 

out, like, nine years ago, man! Oh, 
right. To answer your question, PS3 
won't be out until the fall of 2006, 
following a spring 2006 launch in 
Japan. You should've seen the lines! | 
mean, you will see the lines. 





Sony Computer Entertainment’s 
Phil Harrison, one of the techiest 
tech guys in the PlayStation world, 
recently revealed that Wipeout 
Pure, the portable version of the 
futuristic racer, will feature down- 


ks, 1 itta ti ing!). 
loadable content via the PSP’s wi-fi Wie ee 


Keep those questions coming, and be 
sure to stock up on wetnaps in the 
summer of 2002 You'll thank me — 
in the future! 

TEXT MESSAGE POLL! bats 5 a ns ee late\icwenele(=it(e)p) -)s]elelectat= 

PSP or PS3? Send it to us at 
psm@futurenetworkusa.com with the 
words “Randy 2025” in the subject, 


Which of the following PSP games are you looking forward to the most? Let 
us know by sending PSM a text message with your cell phone! Just dial 76278 
and enter “PSM” plus the letter (“A/’ “B/’ “C,’ etc.) of your top choice in your 
message before sending it. We'll have the results of the poll next issue! 


and we'll have our Randy pass it 
along to his future self. Crazy, huh? 
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oo Take New York for a spin. 


Preview the game trailer on the 
Spider-Man Deluxe Edition DVD. 








www. activision.con/spidsr-man 


yANV =|] =] @) (=a Ne VV 





hie 


Do anything Spider-Man® can — Go anywhere and interact Pick your own fefelaved of=]A(= Swing through a living, highly Web swing for the first time 
with breathtaking new moves —_ with anyone and anything. Doc Ock, bust street crimes detailed Manhattan. fram street to rooftop across 
and amazing combos. or clash with classic villains. the entire city. 


= GAMEBOY xevaNce 


Violence 
ESRE CONTENT RATING — wwesthor PlayStation.e 


Spider-Man and all related Marvel characters, TM & © 2004 Marvel Characters, Inc. Spider-Man, the Movie, and Spider-Man 2, the Movie © 2004 Columbia Pictures Industries, 
Inc. All rights reserved. Published by Activision Publishing, Inc. Game code © 2004 Activision, Inc. Activision is a registered trademark of Activision, Inc. All rights reserved. 
“PlayStation’’ and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are registered trademarks or 
trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, ©, Game Boy Advance and the Nintendo GameCube 
logo are trademarks of Nintendo. © 2001 Nintendo. PC CD-ROM logo TM and © IEMA 2003. The ratings icon is a registered trademark of the Entertainment Software 
Association. All other trademarks and trade names are the properties of their respective owners. 


ACTIVISION. 


activision.com 








CONTENTS 


EG athens 2004 


EZ) combat Elite: ww2P Sean 


Crimson Tears 
DRIV3R 


McFarlane’s Prophecy 

[EJ Pool Paradise 

[EZ] Showdown: Low 
Spider-Man 2 

EC) Street Fighter AC 


SCORING 


CLASSIC 


A rare gem; Our highest 
recommendation 


(8 ourstawoinc 


One of the better games this year 


VERY GOOD 


You can't go wrong 


coop 


Asolid game 


‘AY 
Kind of fun, but no big deal 
EB so-so 
You've got to love the subject matter 


LACKING 


Big flaws really hurt this game 


Not fun at all 


3 aweut 


This game is an insult 


7 ng 


Why would anyone do this to us? 


e take our reviews very 
W seriously. We spend hours upon 

hours playtesting each title so 
that we can give you the absolute best 
information to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 













































A Expect big plays on the ground or in the air. You better master the special 


moves on defense if you want to keep up with the offense. 
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his is the year. This is the game. Sega's 
perennial "just missed Madden’ franchise 
has finally caught its prey. All it needs 
now is for gamers to pay attention 


— which explains the $20 price tag. Now even Madden 
loyalists have no excuse for not trying it, and if they dare give 
ESPN Football 2K5 a chance, they won't be disappointed. 

It starts with control. ESPN's is more complex than 
Madden’s — and far more engrossing. You either charge up 
big moves or tap for a speed boost. It’s all strategy. Using 
the new Maximum Tackle feature, you can hold down X to 
wrap up or tap it to make a big tackle. Corral the ball carrier 
with one guy, then swap to his teammate and spear loose 
a fumble... that’s defense. On the down side, ESPN's control 
leads to bigger plays — which is great whenever you bust 





































m=) & P $° Sarees! 





A Decking out your Crib is incredibly 
rewarding, and a lot of fun. Only it’s hard to 
impress chicks with a digital dream-house 
displayed on your 13 inch Sanyo TV. 





A It’s still too difficult to pass in First Person 
Football mode, but the sound is phenomenal 
and the experience is unmatched. 


one, but frustrating when the other 
team does the same. 

Madden fans will be awed by 
ESPN's superior presentation. The 
commentary is as close as it gets 
to areal game on TV. Plus, if you're 
lucky enough to own the PS2 hard 
drive (exactly how many football fans 
also play Final Fantasy XI?) you can 
enjoy lengthy halftime and post- 
highlights of the game you j 
— narrated by Chris Berman 


ged by ae who use their 
ameplay Al and voices. Getting 
d by a smack-talking Carmen 
is downright surreal. You can 
live classic NFL moments, 
‘ustomize stadium music, and strap on 
a helmet for the flawed-but-engaging 
First Person Football mode. 

Online play is brilliant and bolstered 
by a new VIP feature. It mimics your 
individual playing style, down to the 


HOW IT STACKS UP 
NCAA Football 2005 

ESPN NFL 2K5 

Madden NFL 2005 

ESPN Football 

NFL Street 





<< NOW EVEN MADDEN LOYALISTS HAVE 
NO EXCUSE FOR NOT TRYING IT >> 


slightest control and coaching pre- 
dilection. This creates a spooky Al 
doppelganger of yourself or anyone 
you've played. Load up a buddy's VIP 
and practice against his virtual self, or 
play against your own shockingly real 
VIP to ferret out weaknesses. 

The game's most innovative, but 
ultimately irritating, addition is the 
Weekly Preparation mode. With the 
draft and salary cap keeping NFL 
dynasties down, the real challenge 
is preparing for each week's game. 
This mode’s depth will make hardcore 
football fans delirious, but its design 
is about as unintuitive as it gets. The 
layout is a mess and you're often left 
guessing what to do. It’s still brilliant, 
but it’s only accessible for the hardest 
of hardcore fans. 

The Franchise mode is redeemed, 
however, by GameCast Live, which 
simulates games one play at a time. 
Manage the GameCast and jump in 
whenever your team needs you... 
it’s a fantastic way to zip through 
seasons while still controlling the fate 
of your team. 

All in all, ESPN Football 2K5 
is more ambitious, polished < and 
enjoyable than this year’s / 
you've put 0 playing this series, this 





JOHN MARK CUSEY 






4 Check out the detail on 
the sidelines. The player 
and fan cut-scenes look 


great too. 
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PsM BREAKDOWN 


This... is ESPN 


Chris Berman and Suzy Kolber 
aren’t just window dressing. The 
ESPN themed presentation is 
the best and most realistic in 


any sports game. ger 
ey Lae. 





ae 
‘ , > 
a é 


essen 





jo serect an acta S 


A The Weekly Preparation concept is fan- 
tastic, but unless you really like sweating the 
- details, the clunky design will frustrate you. 


= 


FINAL SCORE 





4 As the runner you can 
either tap your sprint button 
or hold it down for a big 
move. At this point, you'd 
want the big move. 


‘A If you have an HDD, the game will cache 
highlights to the disc and play them back as 
a recap, with Chris Berman commenting. 


An up-close look at 
the game in action 


A The first tackler can 
: wrap up the ball carrier 
} by holding down the @ 
button. When the runner |” 
is in the grasp, you can 
switch to a second player 
| and lay the smack down 
| with a wicked hit. 





Pen 
ENR 


VIPPROFILE 
‘Vers MRMSanO 11 





A The game tracks everything you do when 
you play and uncannily recreates your 
playing style with tailored Al. Play against 
yourself and find out how much you suck. 


OUTSTANDING 


This is the best NFL game of the year, 
and you can own it for only $20. 
There’s no better time than the present 
to give it a shot. 






































A ESPN is big play ball, so 
every play could very well 
end up at the endzone. 








i 











2° REVIEWS 





A Battle of the birdies: ravens and eagles do 
Pain, Mr. Owens! 





Welcome to the Ray Lewis Nest of 


GAME INFO 


PUBEA | DEV TIBURON | TYPE SPORTS | MAX! 


v New graphics improvements include better lighting 
and better skies. Now if you miss a catch, just say a 
cloud got in your eye. 


ONLINE 


COMPATIBLE q 


< 











t’s a testament to the preemi- 
nent sports videogame fran- 
chise that we’re a little disap- 
pointed by Madden 2005. 
The game is polished, familiar 
and ridiculously deep, but we’ve been 
so spoiled by this series that we feel 
let down whenever Madden isn’t the 
year’s best football game — despite 
its hyper-competitive rivals. This year, 
it actually dropped to third behind 
ESPN 2K5 and NCAA 2005. 

The biggest problem is that the 
newest improvements don’t stick. 
The most ambitious change is a rede- 
signed Franchise mode. EA enlisted 
sports radio guru Tony Bruno to cre- 
ate virtual sports radio that covers 
your franchise experience. The core 
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idea, however, is conceptually flawed. 
Sports talk is fun, but it isn’t personal. 
You have to sit through mindless 
chatter, trivia and interviews to hear 
anything (if there is anything) about 
your team. When you play a game, 
everything should focus on you. 
People should talk about your team, 
debate your coaching and laud your 
brilliant trades of salary cap anchors 
for top ten draft picks. Madden’s 
Storyline Central's sports talk and 
humdrum newspaper articles barely 
enhance the franchise experience. 
Compared to ESPN's weekly highlight 
show, it’s second rate. 

Other improvements are equally 
hit or miss. The Hit Stick analog con- 
trol is more effective than a diving 





4:58 
NYJ 


LE 


Use a Hot Route to send 
McCareins slanting to the 
sideline, and you’ll have one 
guaranteed open receiver. 


Saal 
- 
. 
Mc On offense, the Playmaker 
controls can quickly change 


the primary receiver’s route 
or the direction. 


na 


PSMi BREAKDOW 


EASPORTS’ RADIO 


A EA Sports Radio is a great idea, but it 
lacks the polish of its Sega-created ESPN 
counterpart. 


tackle and occasionally will jar loose 
a timely fumble (especially on a kick 
return), but it doesn’t change the core 
gameplay much. The revamped kick- 
ing meter is far more challenging than 
before and it gives you exact readings 
on your accuracy and power. The 
options plays that enable WRs to alter 
their route after reading the coverage 
are more confusing than useful. If 
you're not on the same page as your 
receiver, an interception is likely. 

Presentation is another area 
where 2005 falls short. The commen- 
tary is sharp, but not up to par with 
ESPN. Plus, stats occasionally linger 
before a play, blocking your view of 
defensive assignments. When visuals 
hinder gameplay, it’s time to cut back. 
The replays are often jarring and 
unlike anything you'd see on TV. The 
vast majority of the time, you'll have 
to rewind your own replays to get a 
proper view of what happened. 

That said, this is still a great 
game. In terms of gameplay, graph- 
ics, and depth, it’s exactly what you'd 
expect from Madden. The control is 


LINE AUDIBLE 


The defense can use 
Playmaker controls as well 
to align the secondary, 
assign blitzes, and contain a 
scrambling QB. 


x 
2x se 2S 
a > ee 
PenRAgton 


& 


nf 


the game in action 


[he Rist 


An up-close look at 


The line can easily slide to 
one side or the other. This 
is essential for stopping the 
running game. 


See the dotted line? The _= 
new option plays enable the Ld 
WR to pick the best possible : 
pattern... although he usu-  pAigyee 
ally picks the quick curl. 


= 
ao 


A Madden may not be this year’s finest football game, but we'd be shocked if it didn’t top the 
sales charts anyhow. It’s got some crazy-strong fan loyalty. 


tight (though a little bare compared 
to ESPN), the pre-snap options are 
unparalleled and the Al is solid 

(but still vulnerable to an aggres- 
sive passing game). The graphics 

are improved in terms of lighting 

and slight character improvement, 
but otherwise typically Madden, the 
online play just keeps getting better 
and the soundtrack is phenomenal. 
As far as depth is concerned, you can 
spend countless hours playing the 
same mini-games and special modes 
you've seen before. It’s old hat now, 
but still fun. 

Madden 2005 is an outstanding 
football game that just didn’t advance 
the franchise forward. Madden fans 
looking for something more ambitious 


should take this opportunity to give 
the $20 ESPN Football 2K5 a try. 
JOHN MARK CUSEY 


HOW IT STACKS UP_ 
NCAA Football 2005 

Madden NFL 2004 

ESPN NFL 2K5 

Madden NFL 2005 

NFL Street 


FINAL SCORE 


REVIEWS *. 


Use the Hit Stick to level opponents 
with unnecessary force. 


But if you miss, you might as well kiss 
your butt goodbye. 


HEAD COACH RIVAL. | 


L fisher 
: ine 


A The franchise mode menus are more 
appealing this year, but also more confusing. 


A Madden excels in pre-snap options. Read 
the other team and adjust your plays at the 
line... you'll be unstoppable. 


A The Hit Stick is a nice, defensive counter- 
weight to last year’s Playmaker offensive 
moves. Bring the pain! 


OUTSTANDING 


Still packed with Madden greatness, but not 
as ambitious, advanced or enjoyable as ESPN 
Football 2K5. 
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A The battlefields are fairly bland, though 
the wanzers themselves look quite nice. 


A Bombs away! You can actually call in an 
air strike to help with the offense. 





A There are two main characters, who start 
out fighting for different sides, and whose 
paths cross. 


FRONT MISSION 4 


No pain, no gain in this gearhead dream 








ou could mistakenly 
identify Front Mission 4 
as just the mechanized 
counterpart to Square 
Enix’s other strategy 
RPG series, Final Fantasy Tactics, 
but you'd be wrong. True, both 
feature grid-based strategy combat 
and FM4’s wanzers (read: mechs) 
are very like metallic warriors who 
take the occasional side trip to Jiffy 
Lube. However, while Front Mission 4 
employs some of the same conven- 
tions of most turn-based strategy 
RPGs, that’s where much of the 
similarities end. 
Namely, none of them are this 
hardcore: if you aren't playing Front 





Mission 4 for the intensive, complex 
combat and heavy level of wanzer 
customization options, then you've 
definitely got the wrong game. 

Throughout the game, you'll hop- 
scotch between Darril and Elsa, two 
wanzer pilots from different factions. 
Their storylines converge eventually, 
and the twisting plot that leads both of 
them to that point will either titillate or 
bore you — depending on what you're 
playing the game for. 

The story, however, is secondary 
to FM4's detailed customization and 
battle preparation; you are your mech 
army. Wanzers can be damaged, 
repaired and upgraded in a seemingly 
infinite number of ways, specialized 
in projectile battle, melee combat, 
speed, defensive capability, or all or 
none of the above. 

As the game progresses, you'll 
find that re-customizing before every 
battle becomes increasingly vital to 


4 Customizing your wanzers before each 
battle isn’t just important: it’s critical. Do it 
or die horribly. 





DEV SQUARE ENIX | TYPE STRATEGY/RPG | MAX PLAYERS ONE 













we YO 
—— 


lg3emer «=O 
== 642 


If you're craving'$0 
action, run — don’t 





survival — Front Mission 4 doesn’t 
spare those who skimp on details. 
And this is what makes the game 
both enjoyable and painful, depend- 
ing on how you approach it. 

Seriously, let’s be honest. Front 
Mission 4 is the type of game that 
preaches to the converted. Whether 
or not you're already a fan of the 
series, you'll have to dedicate a lot 
of time and patience to learning the 
ins and outs of outfitting your wanzer 
with the right equipment and fire- 
power in order to best some of the 
100+ turn battles. 

But fans and those who don’t 
mind a high level of troop manage- 
ment and trial and error (a strategy 
guide is recommended, even) will 
just love Front Mission 4. After all, 
it’s ridiculously satisfying taking out 





> Oh, man! 
They told me 
this store had 
big guns. Can 
this wimpy 
thing even 
shoot through | 
one lousy 
mountain? 





a bunch of missile-slinging enemy 
troops with your perfectly geared up 
wanzer unit — no question. 

This game requires a dedication 
and time that only a few gamers 
will be willing to invest, but despite 
its limited appeal, Front Mission 4 
delivers both challenge and reward 
to those willing to wade its choppy 
waters. FRANCESCA REYES 








HOW IT STACKS UP 
Front Mission 4 

La Pucelle Tactics 
Disgaea: Hour Of Darkness 






PSivi 


FINAL SCORE 
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VERY GOOD 


Tough love for those unprepared, but a 


delight for those ready to really dig in and 
dedicate themselves to the cause. 





ASHTON KUTCHER 


IN YO’ FACE! WWW.ZOOYORK.COM a 





e? REVIEWS 


A There are some great production 
values, with top-notch voice acting 
and awesome graphical effects. 


A lf all ghosts were as beautiful as 
Astral, you wouldn’t have much drive 
to bust them all... 


GHOSTHUNTE 














Ithough Ghosthunter 

is from the team that 

brought us Primal, there 

hasn’t been much fanfare 

about it. That’s a shame, 
because while it has a few problems, 
it’s a real gem. 

The game is mostly survival 
horror with more action than usual. 
Hero Lazarus Jones captures ghosts 
by blasting them with an arsenal of 
conventional arms and spirit-powered 
energy weapons, then a disc-like 
“grenade” warps them into a contain- 
ment unit (cue Ghostbusters theme). 


8500 


trasararienaaeae asian 


ee 1) 


: Uf) (= 


°V Street Fighter III: 3" Strike changes up 


the roster with characters like the King of 
‘»Fighters-style Remy. 


Balla me 





0 celebrate the 15th 
anniversary of the first 
home version of Street 
Fighter (though frankly, 
we're a little hazy on 
the math), Capcom has re-released 
some of its best works from its classic 
franchise — every Street Fighter II 
iteration, as well as Street Fighter III: 
3rd Strike — all wrapped up in one 
convenient package. 

But you can’t play each Street 
Fighter Il game by itself: all the games 
were mashed into one game called 
Hyper Street Fighter Il, so, for example, 
you can have Champion Edition Ken 
fight Super Street Fighter I! Cammy. 





The controls are necessarily cumber- 
some, but you quickly get used to it. 

The action is mixed with puzzles, 
many of which involve Astral, a 
stone sexy (natch) female spirit who 
partners with you and can float to 
areas Jones can’t reach. Which brings 
up Ghosthunter’s biggest problem: 
although most puzzles are straight- 
forward, a handful are frustratingly 
obscure, or depend on you noticing 
side passages that the less-than- 
perfect camera makes it difficult to 
realize are there. 

However, the rest is good enough 


A ...however, that’s not the case, 
not by a long shot! Now, go sit on 
granny’s lap like a good boy. 


Don’t be 
scared — 
game rocks! 


this 
> 


to make you overlook the odd frustra- 
tion. The story keeps you guessing, 
the voice acting is incredible, and the 
characters... well, they have a lot of 
character. Certain scenes, images, 
and enemies induce serious chills (or 
are just plain bizarre enough to leave 
you slack-jawed), even though there’s 
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The main problem with this is that, 
in the arcade mode, it’s basically 
just Street Fighter II Turbo with the 
older characters added; it would be 
nice to pit the original, unbalanced 
fighters against each other without 
involving any of the newer characters 
or stages. 

Street Fighter Ill: 3rd Strike, on 
the other hand, looks stunning and 
plays just as well as it did in the 
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GAME INFO 


A The old favorites get an upgraded look 
in the gorgeous Street Fighter III. 


2" STREET FIGHTER 22 fighting down 


ANNIVERSARY COLLECTION Memory Lane 


arcades. And by combining the older 
and newer Street Fighter games, fans 
can really see just how the series has 
evolved over the years. 

As a bonus, the Street Fighter 
Ii anime movie is included, but 
because it’s on the same disc as the 
two games, the picture quality isn’t 
that great, and we're stuck with the 
edited, English dubbed version. 

Even so, this is a great buy for 


VERY GOOD 


It may not be the ultimate Street Fighter 
compilation, but in the end, Street Fighter 
Anniversary Collection offers great 2D 
fighting at an excellent price. 
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What the heck? There are plenty a 
of surprises in Ghosthunter, and most 
of them are creepy. 


also a current of sly humor under the 
whole thing. The graphics are just shy 
of amazing, and the level designs are 
solid and believable. 

In other words, don’t believe the 
(lack of) hype — this one’s ae the 
goods. JEFF LUNDRIGAN [jaz 


Never underestimate the 
power of a well-made game 
— this one will pull you in and 
never let go. 








PUB CAPCOM | DEV CAPCOM | TYPE FIGHTING | MAX PLAYERS TWO | ESRB RATING PENDING 





A Relive Akuma’s impressive first appearance in 
Hyper Street Fighter Il. 








fighting game fans, and the old intro 
and staff roll movies make this a 

fun way to brush up on your Street 
Fighter history. Justin CHENG 





4 Before selecting your character, you have 
to choose a fighting style, but remember 
that newer characters cannot use older 
fighting styles. 
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A Oddly enough, you begin 4 Practice mode lets you play 4 Unlockables include some crazily 
play on a table with bright without losing money, and also shaped tables, a dart game, a 

pink felt — a new tabletop was _ retry a certain shot until you’ve cannon range, and even a Defender 
one of our first purchases. perfected it. knockoff arcade game. 


slate 


POOL PARADISE 


The PS2 learns how fo hold a cue the rightway & 





: a 
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espite the presence 
of a pool table in 
almost every drinking 
establishment in the 
U.S, pool just isn’t for 
everyone. That’s fine, but the pool 
games released on PS2 thus far 
haven't been for anyone. Thankfully, 
Pool Paradise not only destroys all 
previous PS2 pool titles — which 
really isn’t that tough — it’s legiti- 
mately good. 
There are eleven different variants 
of pool offered, from the typical 


cho Night: Beyond is not 
your average survival 
horror game. For one, it 
takes place on a moon 
base into which your 
shuttle has just crashed. You awake 
alone in the wreckage, and so you 
plod slowly off, clad in a clunky space 
suit, in search of survivors, especially 
your missing girlfriend, Claudia. 
Unfortunately, the station had 
major problems even before it got 
broadsided — everyone there is dead, 
their ghosts are wandering all over 
the place, and there's a strange fog 
around that makes the ghosts go all 
Mike Tyson on anyone still living. 





6-ball, 9-ball, 10-ball, U.S. 8-ball, 

and UK 8-ball, to fresher flavors like 
Killer, (essentially H-O-R-S-E), and 
Switchball, in which you can switch 
from spots to stripes. For those 
counting, the package is rounded 

out by 14-1 Continuous, 15-ball, 
Rotation, and “Bowlliards”. Most of the 
events can be played as “trick shot” 
competitions, too. 

Physics are almost perfect, with 
the only possible exception being that 
balls seem slightly more likely to perch 
on the very edge of the cup rather 


A You think this is scary? Imagine 
how freaked you'll be when your 
flashlight battery dies... 








than falling in as they would in real 
life. The graphics are merely average, 
and the camera is oddly unhelpful 
when aiming — there are several 
views, but few are useful. We'd love to 
walk around the table like you would 
when actually playing, or reorient the 


camera to pivot around a target ball 
instead of the cue ball. However, there 
are tons of unlockable extras, from 
new tabletops to crazily shaped tables, 
a laser sight, and mini-games. Overall, 
we've never played a more complete 
pool game. ERIC BRATCHER 


Granted, you'll need at least a passing 
FINAL SCORE 





interest in pool to like this, but if you actually 
do know which end of the cue to point at the 
ball, you should finally get your green felt fix. 
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MONITOR 





A Note to all would-be bullies: do not take 
candy from this little girl. She will flat-out 


wreck you, son. 


A It’s essential to use the security cameras 
to track the movements of, and sometimes 
distract, aggressive ghosts. 


ECHO NIGHT: BEYOND 


A different type of survival horror 





That’s a problem, because despite 
a first person viewpoint, this is no 
fps. You have no weapons at all, so 
when you encounter a mad ghost, 
all you can do is run. However, after 
you blow the fog out of an area, 
these same souls, now friendly but 
still tortured, need your help. As in 
Capcom’s Clock Tower 3, you must 
find the one thing tying each ghost 


PSivi 
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down, usually some trinket of great 
personal importance, and release 
their spirit to get one step closer to 
finding Claudia and learning how the 
catastrophe happened. 

This is Echo Night: Beyond’s 
ultimate secret: it’s not so much a 
survival horror game as it is a spooky, 
puzzle solving adventure. There are 
rough edges: it offers little direction, 


the pacing is glacial, and graphics and 
voiceovers are both rugged. But the 
ghosts’ plights are often touching, and 
the experience is still fresh enough to 
be well worth having. eric BRATCHER 





A truly unique survival horror experience, 
though one that could really use a graphical " oe 
touch-up and faster pacing. re pec! is played in first 
q u're in a space suit, 
Fetes — ghastly handprints on the 
elmet are a fairly bad thing, 
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‘Supernatural proportions 


g only in fis. paranormal abilities : 
(array of Weapons, Lazarus Jones is out 


to capture hordes of tortured souls who seek 
ren pon the world of the: living. 








Visit www.esrb.org | 
for updated rating 
information. 








4 The WWII setting is unique, but with no online action 
and some rugged camera work, there’s no “elite” here. 


COMBAT 
ELITE: WWII 
PARATROOPERS 


ombat Elite puts you in the boots of 
C a paratroop soldier in WWII, bat- 

tling the Nazis from the beaches of 
Normandy on D-Day all the way back into the 
Fatherland. It’s mostly an action title with some 
RPG trappings, and although it’s not a terrible 
game, it is a damnably annoying one. 

The major problem is that the environments 
and characters are fully 3D, but the game is 
played from a third-person, isometric perspec- 
tive as in Baldur's Gate: Dark Alliance, whose 
engine it borrows, and the camera seems to 
be on the Nazis’ side. You can rotate the view 
manually, but the errant lens often dizzily 
swivels around on its own when you approach 
structures. There’s no zoom, nor any control 
over how high or low the camera goes. Thus, 
you're frequently getting shot at by off screen 
enemies that you can’t even see. Worse, when 
a level takes place in narrow streets (or, heaven 
help you, indoors) it’s all but impossible to get a 
good view of just what the hell is going on. 

This is bad enough, but add in a slipshod 

_ targeting system (you can improve your “aim” 

_ by leveling up, but it’s never completely reli- 

able), and you'll be ready to throw the control- 
ler across the room. Plus, when you die, you 
have to replay the entire mission over again 

_ from the beginning, and while some missions 
are fairly short, others are tediously long. 

This doesn’t make it all bad, The produc- 
tion values are pretty high — this game engine 

_ rocks, after all — and it neatly catches the 
WWII setting. Quite a few of the missions are 
based loosely on historical events and present 
some interesting challenges, requiring some real 
thought and strategy as much as a fast trigger 
finger. But ultimately, unless you've got the 
patience of a Buddhist monk (in which case, 
why are you playing a war-themed game in the 
first place?), you're likely to give up long before 

_ reaching Berlin. jeFF LUNDRIGAN 
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OKAY A decent game ham- 
pered by a bad camera and 
frustrating design choices. 


PUB CAPCOM | DEV SPIKE | MAX PLAYERS ONE | RATED TEEN 


373 


A Amber uses a Freeze Blade to slice up an enemy. What 
a cold thing to do... 


CRIMSON TEARS 


apcom has always pushed boundaries. 

It released a cel-shaded racer with 

Auto Modellista, practically created 
the survival horror genre with Resident Evil and 
reinvented side-scrolling beat ‘em-ups with 
ViewtifulJoe. Now the company returns to its 
roots with Crimson Tears, a cel-shaded beat 
‘em up/RPG that plays like a cross between 
Vagrant Story and Final Fight. As one of three 
cybernetic fighters: the leggy Amber, the 
cute, but quick Kadie or the slow, but strong 
Tokio, players use different weapons, combos, 
upgrades and items to fight through a barrage 
of enemies. That’s really about it. Crimson 
Tears has a story and dungeon-like areas, sure, 
but this isn’t a true RPG. This game is all about 
the combat. 

Sound familiar? It should. When we first 
saw Crimson Tears, the first thing we thought 
was “Hey! This looks like The Bouncer, but done 
right!” Unfortunately, we were only half correct: 
except for the fact that you aren’t accompa- 
nied by Al controlled buddies who fight like girl 
scouts, this is, in fact, exactly like a cel-shaded, 
slightly more dungeon-crawling take on The 
Bouncer. No “but” required. 

While the anime style cutscenes are visu- 
ally gorgeous, Crimson Tears is simply terrible 
to play. Regular enemies seem devoid of Al; 
they offer almost no offense and merely stand 
around waiting to be hit. Bosses, on the other 
hand, are ridiculously overpowered. Battles 
consist of jamming on one of two attack but- 
tons until an enemy dies. All three characters 
have a blowaway technique, but using it too 
often will overheat one’s character and cause 
almost fatal damage. The game's inventory 
system is awkward, and weapons will break 
long before they can be repaired — didn’t the 
original Dark Cloud prove that deteriorating 
weapons simply aren’t fun? Finally, there is no 
checkpoint system and save game slots are 
randomly dropped by enemies, which is both 
frustrating and tiresome unless you like restart- 
ing a level over and over. nous TRUEMAN 
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$0-SO Poor execution and 
save system leads to a game 
that doesn’t feel finished. 


24 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #88 SEPTEMBER 2004 / www.psmoniine.com 


PUB ACCLAIM | DEV ACCLAIM | MAX PLAYERS TWO | RATED TEEN 
P 


See 


oo) 


‘A With over 70 wrestlers to choose from, there’s plenty 
of variety. Too bad the game isn’t more fun. 


SHOWDOWN: 
LEGENDS OF WRESTLING 


laying Showdown: Legends of 
Prien is an exercise in ambiva- 
lence. On the one hand, there is that 
nostalgia factor that initially makes all problems 
irrelevant; but on the other hand, the problems 
are still there. 
Sure, there are certainly some notable 
upgrades since the last iteration. Gone are 
the loathed ISP meters of yore, replaced by a 
streamlined, easy-to-learn grappling system 
not entirely unlike the much-revered AKI 
engine (though not nearly as polished); the 
comprehensive Create-A-Legend mode allows 
you to create almost any wrestler that may 
have been omitted (like, say, Ric Flair); and, 
most importantly, there are even more legends 
than before. 
But for all its improvements, Showdown: — 
LoW still leaves much to be desired. First of 
all, the pacing just drags. Long matches are a 
tenet of old school wrestling, but there’s some 
actual ring psychology that makes the matches 
interesting. Here, the wrestling is reduced to 
nothing more than two opponents continually 
attempting to wrestle each other, yetneither 
opponent will sell the other’s moves — wres- 
tlers should not be able to just get up and 
keep going after taking a cranium-crushing 
piledriver. It’s not helped by the fact that the 
computer-controlled opponents can and will 
reverse a majority of your offense. Thisisnot 
to say that your opponents are invincible, but | 
wearing them down can be a tedious affai. 
And the newly-added commentary by the old 
WCW announce team of Tony Schiavone, Larry 
Zbyszko, and Bobby “The Brain” Heenan defi- 
nitely gives the game a more “real world” feel, _ 
but it is also excruciatingly repetitive. | 
After you've finished marking out for your 
favorite wrestlers and removed your nostalgia 
goggles, you will ultimately be left with a mid- 
card wrestling game that just can’t quite make 
the main event. justin CHENG 


PSM 


FINAL SCORE 


OKAY showdown: LOW has 
a lot going for it, but a lot 
holding it back as well. 








A The cinematic camera is definitely 
cinematic, but it makes it impossible 
to see where you're going. 


A On foot, the game’s unpolished 
state really shows — targeting, 
controls, and Al could all use work. 


DRIV3 R Left in the dust 


e should have known 
DRIV3R was in 
trouble when Atari 
sent out a press 
release announcing 
that the game would be delayed, 
not so it could be finished, but so 
Atari could craft a stronger marketing 
plan. That implies Atari knew even 
then that the game wouldn't sell on 
its own merits. And indeed, DRIV3R 
is a mess, little more than an unfin- 
ished recycling of GTA clichés, both 
sterile and juvenile. Here is a game 









* 
The web-slinging is almost perfectly 
realized. You can swoop, swin 

crawl all over the city with 


grace bf... ' 
well, Spider-man. | t 


DY 


ou know a game is special 
when it’s a joy just to 
move around the environ- 
ment. The physics-based 
web-slinging in Spider- 
man 2 is fluid, beautiful, and utterly 
addictive. Spidey has a ton of moves 
(many of which must be unlocked), 
which turn the Big Apple into the Big 
Jungle Gym. He can catapult himself 
with two weblines, tie petty thugs to 
traffic lights, and even run straight up 
a building. Let go of a webline near 
the ground and Spidey sails forward; 
release it while ascending and you'll 
gain altitude. It’s arguably the best 
interpretation of a superhuman ability 


, and wall. ' 





A Your driving skills aren’t limited 
to vehicles with wheels. The boats 
appear to be actual licensed models. 


- ae 


The driving sections Of DRIV3R are 
merely okay —-unfortunately, they're 
the best part of the game. 











that aspires to deliver a provocative 
narrative and at least the illusion of 
player freedom, yet delivers neither; 
the characterization is trite, and the 
technically sound, sometimes impres- 
sive environments allow for little to 
no interaction. 

The frenzied chase missions 
are the bright spot, almost good 
enough to trigger gratifying, nostalgic 
memories of the original game. But 
while Miami, Nice, and Milan are 
impressively recreated in the game, 
they often don’t lend themselves to 
inventive level design. A little more 


artistic license would have made for 
less frustrating missions. 

Going on foot seals the game's 
fate. With horrid animations, limited 
mobility and enemy Al that can only 
described as preposterous, it’s hard 
to image how this seemingly unfin- 
ished element of the game made 
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GAME INFO 


A The game follows the film’s plot, but 
adds in classic villains like the Shocker to 
give itself extra mileage. 


“\ SPIDER-MAN 2 


With a great license comes great responsibility 





ever foundin a videogame. 

On the other hand, the stuttery 
combat isn’t perfect. It’s obvious 
Treyarch was trying to create a PAF!- 
style, cartoonish brawler, but the 
melee just doesn’t flow as it should, 
especially when compared to the 
super-smooth fighting in titles like 
Legacy of Kain: Defiance. 

The storyline follows the plot of 
the recent film, but spices things up 
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the cut. There’s almost no gaming 
justification for it except to mimic 
Rockstar’s flagship franchise. 
DRIV3R’s heart is in the right 

place, but the misguided execution 
and roughly hewn state keep it from 
finding where its home is. 

KAISER HWANG 


Too much time and money seems to have 
been spent on glitzy cinemas and graphics 
technology. A shame someone forgot to make 
a finished game. 
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A Many of the wall-crawler’s trademark moves 
are here, though you'll have to earn them. 


Wiskaueh 





with several other Marvel characters, 
including Black Cat and Mysterio, 
and a GTA-style open-endedness. 
Tasks like taking pics for the Daily 
Bugle intertwine with more heroic 
missions like arresting carjackers, and 
protecting armored cars. 

The graphics are notably rough, 
evidently a trade-off for having the 
whole of New York City streaming 
in with no load times. Although the 


isy@ciele))) 


A must for anyone who's a fan of the comics, 
the films, or adventure games. The experi- 
ence or moving around like Spidey is worth 
the price of admission alone. 


more mundane tasks get tiring by the 
end, the boss battles rock, and the 
joy of simply cruising from building 

to building is a thrill no gamer should 
miss. DOUG TRUEMAN/ERIC BRATCHER 





A The Black Cat turns up now and then, 
though she isn’t a romantic interest — your 
love life is complicated enough! 
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A The notorious Malice isn’t the pinnacle of gaming 
craftsmanship, but it’s not too expensive, either. 


MALICE 


lg he history of Malice is complicated, 
T but to make a long story short, Malice 

Was originally an Xbox exclusive, an 
epic action and puzzle game that would show 
off the Xbox hardware’s considerable prowess. 
However, after, oh, a century of development, 
Malice has finally seen release for both Xbox 
and PS2 — as a bargain-priced, so-so platform 
game you can beat in six or seven hours. 

Yup, an epic game for (more or less) adults, 
starring a jeans-clad, snarky goddess named 
Malice, has been stripped out and dumbed 
down. PS2 owners get even shorter shrift, since 
this port is also kinda buggy, with visible poly- 
gon seams and noticeable slowdown. 

Still, the game is not entirely without merit. 
Granted, the control is sort of slippery (and for 

cryin’ out loud, why can’t Malice attack and 
move at the same time?), and the camera is 
frequently unhelpful. But if the graphics are 
less than state of the art, it’s still colorful and 
eye catching, and if No Doubt singer Gwen 
| Stefani’s voice work has been dropped, the 
voice acting is still pretty good and occasionally 
worth an honest chuckle. Enemy Al is practically 
non-existent (“ run straight at you” is the most 
: common algorithm), but combined with the — 
y straightforward level designs, it all plays 
. reasonably well and slips by painlessly, 
nother words, it seems to have been 
eworked to aim at your average, twelve year- 
, mainstream gamer — who would, in fair- 
n ness, likely find it reasonably entertaining. And 
heck, it’s priced at 30 bucks, so you mostly get 
what you pay for. 
It's ashame that Malice’s grand story ended 
“this way, not with a bang, but a whimper. Still, 
least it made it onto store shelves instead of 
etting tossed into limbo forever, and while it 


Id have turned out better, it could’ve been a — 


" whole lot worse. JEFF LUNDRIGAN 
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OKAY You should buy (or 
even better, rent) it for your 
younger relatives. 
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A Ten of the 26 events in Athens 2004 can be controlled 
using a dance pad, which is really pretty cool. 


ATHENS 2004 


onami’s Track & Field and Epyx’s 

K sr Games burst onto the scene 
Imost simultaneously clear back in 

1983, and gamers have been feeling the burn 
in their forearms ever since. The button-mash- 
ing gameplay may be simplistic, but it still 
awakens that primal, competitive instinct in 
every gamer’s heart. 

Athens 2004 is the latest entry in this 
genre, and it does its best to immerse the play- 
er: the music is majestic (though perhaps bet- 
ter suited for a cheesy, inspirational film), those 
goofy Olympic mascots show up on every load 
screen, and the action all takes place in a real- 
istic virtual version of the Olympic compound 
in Athens, only this one appears completely 
finished, so how accurate can it really be? 

There are 26 events in total: 100m 
Freestyle swim, 100m Breaststroke, 100m 
Backstroke, 100m Butterfly swim, 100m, 
200m, 400m, 800m, and 1500m runs, 110m 
Hurdles Men, 100m Hurdles Women, High 
Jump, Triple Jump, Long Jump, Pole Vault, Shot 
Put, Javelin Throw, Discus Throw, Gymnastics 
Floor Exercise Men, Floor Exercise Women, 
Rings Men, Vault, Skeet Shooting Men, Archery 
Women, Equestrian Jumping, and Clean & Jerk 
Weightlifting Men. 

It’s quite a list, and ten of these are also 
playable in a special Party mode that uses 
the DDR dance mat, which is a real treat. The 
problem is, the execution of individual events is 
spotty, unpolished, and sometimes very badly 
thought out. For example, most of the sprints, 
both on land and water, make use of the ap 
button, which is really tough to hit if you set 
the controller on your lap or on the floor like 
99% of us do when button mashing. And the 
camera in Javelin robs the player of the best. 
part, actually watching the javelin soar through 
the air. How did they mess up something 
Konami nailed 20 years ago? ERIC BRATCHER 


OKAY This particular title 
makes too many mistakes to 
earn a medal. 


FINAL SCORE 
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A Evil Prophecy features character designs by the creator 
of Spawn, but the gameplay isn’t really inspired. 


MCFARLANE’S 
EVIL PROPHECY 


odd McFarlane undeniably changed 
ic way comic books are perceived 

and produced, and helped change the 
common action figure from simple plaything 
to miniature piece of art. Games, however, are 
not his expertise, and McFarlane’s Evil Prophecy 
does nothing to elevate either his name or the 
beat ‘em up genre. 

During gameplay, you switch at will and 
on the fly between one of four staple charac- 
ters determined to rid the world of vampires, 
werewolves, sea creatures, and so on: a cranky 
pirate as big as the Hulk, a sassy female 
marksman, a magic-wielding, native shaman, 
and a professor who wields a sort of lightning 
weapon. Imagine a bit of Fighting Force mixed 
with Gauntlet and, oh, Spawn. 

Detailed character backstories flesh out a 
decent story (though the voice-over is pretty 
bad), but preproduction seems to have used up 
all of the game's inspiration. Everything about 
the gameplay is amazingly passable, from its 
tired character design to the upgradeable (but 
mundane) combo system and basic camera. 
Even the level design, something not terribly 
hard to make inoffensive, if not ne: is flat 
and lifeless. 

Paradoxically, some of the elements not 
directly related to gameplay fared pretty 
well. The musical score is quite nice, as isthe _ 
framerate, which stays true even in the midst 
of intense Elai(ea Still, that’s | not too high a 
compliment, as the graphics are hardly taxing 
the hardware and look about two years behind | 
today’s standard. The draw distance is also very. 
short, though this is probably a big reason that _ 
things animate so smoothly. / [oe 

Evil Prophecy is not an awful way topass 
a mindless afternoon, especially with a few 
friends, and it does offer co-op play, time 
attack and some collectible cards. But you 
know something’s wrong when the most 
interesting character is the nerdy scientist with 
knee-high socks. BRETT ELSTON : 


PSM 


FINAL SCORE 


$0-SO Al Simmons couldn’t 
manifest a more mediocre 
entry into the PS2 library. 
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HANDS ON! 


Hot peripherals for the ultimate gaming experience 














Logitech Cordless 


Action C 


Manufacturer: Logitech 
M.S.R.P: $39.99 


akan has long been known for making 
some of the highest quality, least comfort- 
able controllers around. However, that was then, 
this is now, and wow! What an improvement! 

The Cordless Action fits well in the hand, 
feels solid, and has a nice, compact, yet elegantly 
designed shell that has a slight amount of grip to 
it and somehow reminds us of a BMW Z4 — it just 
looks classy. Logitech's formerly horrid hard plastic 
sticks have been covered with a rubber topsleeve 
that grips your thumbs extremely well. The wire- 
less performance is flawless, and it rumbles even 
more strongly than a Dual Shock 2. 

This brings us to the D-pad, which looks odd, 
but absolutely seals the deal. Simply put, this is 
the best D-pad we've ever found for 2D fighting 
games. The disc shape makes sliding your thumb 


PSV 


FINAL SCORE 





ontroller 


around for a 
half or quarter 
circle effort- 
less and very 
smooth, and 
the raised 
cross pattern 
makes certain 
you don’t lose 
your place on 
the disc even 
after 1000 fire- 
balls. After two 
minutes with 
this thing, we 
were pulling off 
moves in Street 


OUTSTANDING 


Logitech's new Cordless Action pad is 
simply the best PS2 pad yet conceived 
— especially the D-pad, an area too 
often neglected by today’s designs. 




































Fighter more smoothly, 
reliably, and accurately 
then ever. It’s beautiful. 
In fact, that’s how we feel 
about this whole controller. It’s simply a beauti- 
ful thing. It’s only slightly less than perfect: the 
analog sticks are a bit looser than we'd like, the 
shoulder buttons are touchy, and some of us wish 
@® and @ were triggers instead of buttons. But 
it’s still as close to perfect as any controller we've 
yet held, and we love it. You will, too. ERIC BRATCHER 


4 Logitech's Cordless Action control- 
ler just flat-out rawks, kids. Even the 
jewel looks classy. 


Datel Max Drive 


Manufacturer: Datel 
M.S.R.P.: $29.99 





A The Max Drive has a feature 
that saves you even more space: ee 
“crushing” the data. Datel claims 
that you can pack up to 10 times 
the data with this method. 





4 


atel’s Max Drive enables gamers to archive their 
saved data on their PCs or transfer that data 
over the Internet to other gamers. Just plug the 16MB 
USB key into your PS2, copy your memory card data 
onto it, and then pop the USB key into your PC and 
move your saves to your PC’s hard drive. You can also 
download new saves through codejunkies.com (if you’re 
feeling lazy), or skip the PC entirely and download/ 
upload saves directly to your PS2 if you have a network 
adaptor, via the included software. Sadly, there’s no 


FINAL SCORE 
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HDD support though. 

Sounds good, right? It is, though registration can be 
cumbersome. Plus, there are additional functions avail- 
able if you're willing to shell out for more Datel goodies. 
You can update your Action Replay code list, but it 
requires that you actually have an Action Replay, and 
while you can transfer Eye Toy videos, there is no expla- 
nation as to how you're supposed to view them — you 
would assumedly use Datel’s Max TV device, which left 
us unimpressed back in PSM July 2004. justin cHenc 


GOOD 


It’s about time someone made a PS2-compatible USB key! 
Very useful for those with more room on their PC hard disc 
than on their PS2 memory card, though you'll need addi- 
tional Datel products to use all of Max Drive’s features. 
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19 missions in the single player Command an elite squad of Special Utilize any means necessary to gain Start a quick fight as either a U.S. or 
campaign - 17 of the best from the PC Forces troops for maximum control of key enemy territory - Vietcong soldier and jump straight 
version and 2 new missions exclusive tactical strategy. gather intelligence, call in air strikes. into the demilitarized zone! 


for the console! 
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SCOREBOARD 


Don't buy 3 game until you check here first! 


CORE ARCHIVE 
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HIGH SCORES 





Month 


Aug-04 
' Aup-04 
Dec-03 
Dec-03 
Nov-03 
Sep-03 
Sep-03 
Sep-03 
June-03 
Jan-01 
Dec-01 
Dec-01 
Nov-O1 


Game Name 
Bujingai: TFC 
Harry Potter: TPOA 
Karaoke Revolution: Vol. 2 
Mega Man Collection 
MTV Music Generator 3 
NCAA Football 2005 
Psi-Ops: TMC 

Smash Court PT2 

Strike Force Bowling 
Splinter Cell PB 

Van Helsing 

Euro 2004 

Future Tactics 

Galactic Wrestling 

La Pucelle Tactics 

MLB Slugfest Loaded 
Onimusha: Demon Siege 
Red Dead Revolver 

Ribbit King 

Shrek 2 

Transformers 

UFC: Sudden Impact 

Way Of The Samurai 2 
Alias 

Final Fantasy XI 

Hitman: Contracts 

NBA Ballers 

Resident Evil: Outbreak 
Samurai Warriors 

Serious Sam: Next Encounter 
Siren 

Syphon Filter: OS 

WTS 2005 

The X-Files 

All Star Baseball 2005 
Crimson Sea 2 
Destruction Derby Arenas 
Drakengard 

ESPN Baseball 

Eye Toy Groove 

Fight Night 2004 

Judge Dredd: Dredd Vs. Death 
MLB 2005 

MTX Motocross 

Pitfall: The Lost Expedition 
Rainbow Six 3 

Samurai Jack: TSOA 

The Suffering 


Game name 


NCAA Football 2005 
Splinter Cell PB 
Ratchet & Clank GC 
SSK 3 

Bra 

Madden NFL 2004 
NCAA 2004 

VF4: Evolution 
Midnight Club It 

Final Fantasy X 

MGS 2: Sons Of Liberty 


Tony Hawk's pro Skater 3 {PS2} 


Devil May Cry 
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Score 
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Genre 
Action 
Adventure 
Music 
Action 
Music 
Sports 
Action 
Sports 
Sports 
Action 
Action 
Sports 
Strategy 
Wrestling 
Strategy/RPG 
Sports 
Action 
Action 
Sports 
Action 
Action 
Fighting 
Action 
Action 
RPG 
Action 
Sports 
Horror 
Action 
FPS 
Horror 
Shooter 
Sports 
Horror 
Sports 
Action 
Racing 
Action 
Sports 
Rhythm Action 
Sports 
FPS 
Sports 
Racing 
Adventure 
FPS 
Action 
Action 


Genre 


Sports 
Action 
Action 
Racing 
Action 
Sports 
Sports 
Fighting 
Racing 
RPG 
Action 


Sports 


Action 








These are the 


Publisher 


Bam! 
EA Games 
Konami 
Capcom 
Codemasters 
EA 

Midway 
Namco 
Crave 

Ubi Soft 
Vivendi 

EA Sports 
Crave 
Bandai 
Mastiff 
Midway 
Capcom 
Rockstar 
Bandai 
Activision 
Atari 
Global Star 
Capcom 
Acclaim 
Square Enix 
Eidos 
Midway 
Capcom 
Koei 
Global Star 
Sony CEA 
Sony CEA 
Sony CEA 
Vivendi 
Acclaim 
Koei 
Gathering 
Square Enix 
Sega 

Sony 

EA Sports 
Evolved 
Sony 
Activision 
Activision 
Ubi Soft 
Sega 
Midway 


Publisher 


EA 

Ubi Soft 
Sony CEA 
EA Sports Big 
Sony CEA 
EA 

EA Sports 
Sega 
Rockstar 
Square 
Konami 
Activision 
Capcom 











83 
83 
83 
83 
83 
83 
83 
83 
83 
83 
83 
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82 
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82 
82 
82 
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82 
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81 
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81 
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81 
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81 

81 

81 

81 

81 

81 

80 
80 
80 
80 
80 
80 
80 
80 
80 
80 
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Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Apr-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Mar-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Feb-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 


games that you’ve GOT to get your hands on! 


Month 


(efe=0)} 

July-O1 

Nov-00 
Aug-04 
July-04 
Apr-04 
Apr-04 
Mar-04 
Mar-04 
Mar-04 
Feb-04 
Feb-04 
Jan-04 











Game Name 

Cy Girls 

Firefighter FD. 18 

James Bond 007: EON 
Lifeline 

Mafia 

MVP Baseball 2004 

MX Unleashed 

Naval Ops: Commander 
Nightshade 

Onimusha: Blade Warriors 
Romance of 3 Kingdoms IX 
Seven Samurai 20XX 

Worms 3D 

AirForce Delta Strike 
Champions Of Norrath 
Culdcept 

Fallout: BOS 

Ghost Recon: JS 

NFL Street 

Rise To Honor 

R-Type Final 

Star Trek: SU 

Winning Eleven 7 

World Poo! 2004 

Wrath Unleashed 

Baldur's Gate: Dark Alliance II 
EverQuest OA: Frontiers 

Fatal Frame 2: Crimson Butterfly 
Final Fantasy X-2 

Intellivision Lives! 

King Of Fighters 2000/2001 
Lowrider 

Lupin The 3rd: TOTSK 

Max Payne 2: TFOMP 
Maximo Vs. Army Of Zin 
Mission Impossible: Operation Surma 
Sonic Heroes 

Terminator 3: ROTM 
Battlestar Galactica 

Cabela's Dangerous Hunts 
The Fairly Oddparents 
Fugitive Hunter: War On Terror 
chack//QUARANTINE 

Harry Potter And Sorcerer's Stone 
The Hobbit 

Looney Tunes: Back In Action 
Manhunt 

Mobile Suit Gundam: EIS 


Game name 


Madden NFL 2002 (PS2) 
Gran Turismo 3 

SSX (PS2) 

Smash Court PT2 
Onimusha: Demon Siege 
MYP Baseball 2004 

MX Unleashed 
Champions Of Norrath 
NFL Street 

Winning Eleven 7 

Final Fantasy X-2 

Maximo Vs. Army Of Zin 
Tony Hawk's Underground 





Score 
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Genre 
Action 
Adventure 
Action 
Horror 
Adventure 
Sports 
Racing 
Action 
Action 
Fighting 
Strategy 
Action 
Strategy 
Air Combat 
Action/RPG 
Strategy 
Action 
FPS 
Sports 
Action 
Action 





Action 
Sports 
Sports 
Action 
Action 
MMORPG 
Horror 
RPG 
Collection 
Fighting 
Rhythm 
Action 
Action 
Action 
Action 
Platform 
Action 
Action 
FPS 
Platform 
Action 
RPG 
Adventure 
Adventure 
Action 
Action 























Publisher 


Konami 
Konami 

EA 

Konami 
Take Two 
EA Sports 
THQ 

Koei 

Sega 
Capcom 
Koei 
Sammy 
Acclaim 
Konami 
Sony Online 
NEC/Capcom 
Vivendi Un. 
Ubisoft 

EA 

Sony CEA 
Eidos 

TDK 
Konami 
Jaleco 
LucasArts 
Interplay 
Sony Online 
Tecmo 
Square Enix 
Intellivision 
SNK 

Jaleco 
Bandai 
Rockstar/Take 2 
Capcom 
Atari 

Sega 

Atari 
Vivendi 
Activision 
THQ 
Encore 
Bandai 

EA 

Vivendi 

EA 
Rockstar 





Action Bandai 


Genre 


Sports 
Racing 
Racing 
Sports 
Action 
Sports 
Racing 
Action/RPG 
Sislelgny 
Sporis 
RPG 
Action 
Sports 


Publisher 


EA Sports 
Sony CEA 
Sony CEA 
NElanes) 
Capcom 
EA Sports 
ti5(8) 

Sony Online 
EA 

Konami 
Square Enix 
Capcom 
FNaiviis(o)a) 


The Nokia N-Gage QD multi-player game phone from Cingular. Play against your friends or challenge the world 
in the N-Gage Arena — The next level of Wireless Internet gaming. Go to www.rucingular.com/ngage to learn more. 
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We celebrate our crazy 88th issue By Randy Nelson 
with a look back at all the highs and t all started in a dimly lit room during 
lows of covering PlayStation, plus a 


the summer of 1997. A rag-tag band of 
look ahead to the future! gamers came together with one goal: 


to create the best damn independent 
PlayStation magazine they could. The days 
were long, the nights longer, but eventually 
PSM was born with issue #1 in September 
‘97. The magazine has come a long way since 
then, but so has the thing that brought us all 
together: the PlayStation itself. 

We've seen a lot in the course of making 88 
issues of PSM: some of it amazing, some of it 
amazingly bad. So take a journey back with 
us as we revisit the most defining (and disas- 
trous) moments from seven years of covering 
the world of PlayStation. And yes, there's 


some silly stuff, too. Plus, we can’t forget 
_ about my dark secret... 


the PSM 


“At uys! Id£ youre 
coala this, & means 
we actually mAeE, 
it seven years: aN 
the Playstation must 
still be gong strong, 
Come te think of ey 
ouNve probably playing ; ats 
oe Station 2 by now — hey: ; Ae se 
: 2 a LauStation 2 at heme! * eee 
aoe al? So the past m2 an ee 
SC ie for sticking with us a 


R you 
ae Cherie voll hopefully be many 
years: 





Continuzd next page 
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more to come! 
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THE DEFININ 
MOMENTS 





oe Ly 






PLAYSTATION CONTROL 
GOES (DUAL) ANALOG 
October 1997 


It’s hard to believe, but there was a time when 
PlayStation games didn’t support analog sticks. There 
were no analog sticks. The original PlayStation controller feels just plain wrong 
now if you happen to hold one, thanks to the introduction of the Dual Analog 
controller in the fall of ‘97. Of course, that particular iteration of the pad, which 
lacked vibration and had really crappy “cupped” thumb sticks, didn’t last very 
long. It was quickly followed by the DualShock analog controller, named 
because of the two internal motors used to provide its feedback effect (which 
was a whole lot better than the pager-like buzz created by the Japanese Dual 
Analog controller). 

The Sega Saturn and Nintendo 64 had analog control before PlayStation, but 
Sony’s inclusion of two analog sticks shaped the, well, shape of every console’s 
controller after that point. 


PS2’S UNVEILING IN JAPAN 
Septem ber 1999 


Inside a huge downtown Tokyo confer- 
ence room, Sony took the wraps off the 
actual design, and the first games for the 
PlayStation 2 before an anxious group of 
journalists from around the globe. Some 
of the games, such as Street Fighter EX3, 
were playable in early form, while others, 
including what would eventually become 
The Bouncer, were shown only in video 
form. The impact was immense here in 
the US., as gamers finally had a real idea 
of what the PS2 was all about, and began to start saving up for 

their own, instead of investing in Sega's struggling Dreamcast console. 


hy 


CHRIS’ THOUGHTS: “I was there for the PS2 unveiling, and it was an incredible 
moment. Models walked on stage holding the system and sat it down in front of 
the crowd. At that point, people were really divided on the design — some loved 
it, others hated it. Looking back, | guess it really didn’t matter, since it could have 
looked like a potato and still sold like crazy. 











We've covered a lot of events over 
the past few years, but these are the 
ones that will go down as the most 
important in PlayStation's — if not all 


| of gaming's — history. 
@F 


FINAL FANTASY HITS 
PS2, HEADS ONLINE 


January 2000 


The post-’90s gaming era was kicked 
off during a Square press conference, 
in which it shocked the world and 
announced not one, but three new 
Final Fantasy games on the same 
day! FFIX was shown on PSone for the first time, while quick glimpses of FFX and 
FFX] were given. The idea that there was going to be an online-only game was 
especially outrageous at the time, and remained so up until the game's eventual 
release earlier this year. FFX was originally slated to have online support as well, 
for accessing real-time strategies and tips, but this was later scrapped due to slow 
acceptance of online gaming in Japan. 





PS2’S JAPANESE AND U.S. LAUNCHES 


March 2000, Vctober 2000 


There had never been a console release as big as this in Japan or here in the 
States. There probably won't be another one until PS3 is released. That said, the 
launch of PS2 drew thousands of PlayStation fans to Tokyo’s Akihabara district 
for a crack at snagging one of the first machines, and, later in the year, people 
were mugging each other on these shores after Sony cut the initial shipment of 
PS2s by 1/2 after preorders had been taken. 


RANDY’S THOUGHTS: “Standing in line with about 1500 other people to get my 
Japanese PS2 in Akihabara is still one of my all-time favorite gaming moments. 
There was a guy walking down the line passing out tickets — when they ran out, 
it meant the store was out of PS2s. When he got to me and still had a few left, | 
remember feeling like some kind of king... or uber-geek. Getting our five systems 
through customs was another, funnier memory’ 
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May 2000 


Just a few short days before 
E3 2000, the PSM crew 
received a mysterious invite 
from the folks at Konami. 
They wanted us to get on a 
bus after the show closed 
one day, and go to a “secret 
location” for something 
“really cool” It turned out 
that we were taken to one 
of the screening rooms 5 
at Universal Studios and greeted by Hideo Kojima. With the house packed with 
reporters, Kojima told us we were going to see MGS2 for the first time. We didn't 


know what to expect, but when the trailer came on the screen, our jaws dropped. 


When we realized it was all gameplay, they pretty much fell off. It was, without a 
doubt, the best game unveiling ever — and one we doubt will ever be topped. 









This is one moment in our years of covering 
PlayStation that really came out of the blue. One 

_ morning, word comes in from Japan that Sony's 
, * making a big announcement. We couldn't figure 

out what it could be. After all, the PS2 was already out, and it 

was way too early for the PS3 to be announced. We all uttered a 

collective “Ah-hah!” when the news came across the wire that the PlayStation 
was getting a new look (and an optional LCD screen) in the form of the PSone. 
Looking back, it was a much bigger deal at the time than it eventually was when 
the re-styled system was released, but it was yet another “Sony moment” where 
the company introduced the idea of evolving the design of a system to fit with 
where it was at in its lifespan. Now we have talk of PS2, Xbox, and GameCube 
redesigns as all three systems get further into their cycles. 










Yebruary 2001 


We'd been suspecting something 
like this would happen for months 
before it actually did, but Sega’s 
official announcement that it was 
going “platform agnostic” and 
making games for all platforms 
was a surprise nonetheless. Of 
course, back then, we were naively 
expecting the brunt of Sega's games to come to ps2 (hey, it it’s the best-selling 
console, so it should get the most attention if you're a struggling company trying 
to get back in the race, right?), but word that Virtua Fighter 4 was on the way 
was enough for us at the time. 


RANDY’S THOUGHTS: “Former PSM senior editor Steve Frost always used to talk 
about Virtua Fighter coming to a Sony system like it would be the sign of the apoca- 
lypse. | think he even said he'd eat his hat if it happened. Let me tell you, the look 
on his face when Sega announced VF4 for PS2 was priceless. | should get in touch 
with him and ask if he’s eaten his hat yet..” 


September 2001 


It’s a defining moment, but that doesn’t mean we have to be happy about it. 
When word came in from Japan that Resident Evil creator, Shinji Mikami, was on 
stage shaking Nintendo game god Shigeru Miyamoto’s hand and pledging to bring 
the next big RE game exclusively to GameCube, we were sitting at our desks 
scratching our heads. In fact, we still do, maybe once every couple of weeks. 








oye AY 


Thankfully, the deal that would see the RE series as a whole leave PlayStation has 
been watered down over time, and we've gotten some games in the series since 
this defining moment occurred. RE4 is looking great, though, so we're still a little 
miffed, not to mention puzzled. All will be made right when the game is released 
on PS2... something we're currently pegging for about 10-12 months after it hits 
the GCN — with added content, of course. 


May 2002 


Around the PSM office, we've been debating the likelihood and feasibility of a 
portable PlayStation for years. Hey, we're game nuts — that’s what we do in our 
downtime. Anyway, picture the whole PSM crew patiently sitting through the 
annual reading of the numbers at Sony’s E3 2003 press conference, when, out 
of nowhere, PlayStation boss Ken Kutaragi takes to the stage. The first details 
on PS3?! Nah, too early. He’s leaving the company?! Nah, not the best place to 
announce that, really. No, Kutaragi-san brought the house down by announcing 
that there was a new addition to the PlayStation family... a smaller one, At that 
point, we all looked at each other and said “A portable PlayStation?!” Of course, 
what he announced was much more than that, which made the moment even 
more mind-boggling. The next E3 couldn't get there soon enough. 


CHRIS’ THOUGHTS: “This was completely out of the blue. There'd been rumors 
about a PlayStation handheld for years, but no one ever imagined it would really 
happen... at least not for a long time. So when Kutaragi came out on stage and 
actually announced one, it was an incredible shock. That's really what made it so 
memorable. With just a few words, he changed the gaming world forever’ 


PoweR 


HOLD @ 4 


SPLECT - ~ Stapy in 


May 2004 


Words and photos are one thing, but actually getting your hands on the PSP 
really made us realize how much potential this amazing system has. From the 
super-sharp screen to the overall look and feel, it’s mega-hot. Nearly as big as 
going one-on-one with the system itself, though, were the tons of big-name 
games planned for release on it. Seeing the real PSP, then hearing that Gran 
Turismo, Metal Gear, and pretty much every favorite series you can think of would 
appear on it — most in new forms — was the proverbial icing on the cake! 
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How far has PlayStation gaming come since PSM was launched? 


Ch-ch-ch-check this out... 


Chris 


It’s wild to think of 
how much things have 
changed since PSM’s 
early days. Back then, 
Sony was the feisty 
underdog trying to unseat Nintendo and Sega. 3D 
gaming was new and coming on strong, although 
the early technology often made for some very 
rough and bumpy games. Because of the new 
possibilities 3D gaming offered, a new era of cre- 
ativity was sparked, launching innovative series like 
Resident Evil and Tomb Raider. The game industry 
was going through massive changes, everything 
was up for grabs and the competition was fierce. 





Today, Sony sits alone atop the gaming world 
with its competitors left to fight over scraps at the 
base of Mount PS2. While current technology is 
beginning to show its age, there’s enough power 
for developers to fully realize their ideas in solid, 
polished 3D worlds. However, 2D gaming is nearly 
extinct on home consoles, and despite movie- 
quality production values, gameplay innovation 

is way down. Perhaps most surprisingly, today’s 
top-selling games no longer come from Japan, 
but from the west, with publishers like Capcom 
and Konami falling behind the EAs and Rockstars. 
Who'd have thunk it? 


Ra nay 


It’s amazing to think 
that we were playing 
all of our games using 
the D-pad when PSM 
debuted — the idea 

of two analog sticks 
has been so ingrained 
in the gaming world 
since then. Remember 
2D? Yeah, me, too. | also remember when games 
where the characters were constantly shaking, 
seams between textures were visible, and the 
roads in racing games were covered in sparking 
“popcorn” where they were tearing. FMV was 

also a big thing — and I’m not talking the kind of 
quality stuff we saw in Final Fantasy Vil. I'm talking 
about actual video... of really bad actors. Yikes! 


Nowadays, most of the problems that plagued 
PSone games are thankfully far behind us. Your 





average game is more graphically impressive 
compared to PS2’s elite than a mid-line game was 
on the PlayStation, compared to its most impres- 
sive games. Games sport Dolby Digital 5.1 

in cutscenes and Pro Logic {I in-game. The dream 
of online play has been realized; CG cinematics 
rival what you see in major motion pictures, and 
games just generally have a much more realistic, 
solid look & feel. 


Eric 


Seven years ago, most 
games’ story parts 
were painfully easy 

to identify: they were 
the bits that inter- 
rupted your game to make you watch something. 
Specifically, the story moments were usually CGI 
renders that looked several degrees of magnitude 
better than the actual game, they included voice 
acting, and they almost always took you complete- 
ly out of the game. Necessary? Probably, but often 
distracting as well. 


These days, storytelling is much more smoothly 
integrated into the gameplay. Developers usually 
forego the CGI, instead creating cutscenes that 
use the in-game engine. Voice acting occurs 
during gameplay as well, and the cutscenes 
themselves tend to be shorter (though more 
frequent), with more plot bits revealed during 
actual gameplay. The stories aren't always better 
than in the good old days, but the gameplay is 
definitely more immersive. 
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When PSM broke 
onto the scene, the 
industry was sitting at 
the cusp of a game 
design paradigm shift. 
The introduction of 
the PlayStation a few 
years earlier brought 
3D gaming to the 
masses — and with it some fun, if not terribly deep 
games — but it wasn’t until 1997-8ish that we saw 
games aspire to be significantly more cinematic 

in nature, sophisticated in design, complexity and 
physics, and unique and innovative in core concept 
— exciting times, to say the least. 


Game design today tends to veer onto one of 
three paths: open, G7A-like worlds and gameplay, 
cinematic experiences, and updates to revered 
franchises by ways of sequels and/or classic 
updates. There's also been a proliferation of online 
titles, though conceptually there’s been little 
innovation over the stand head-to-head or 
massively multiplayer gameplay. Conversely, new 
input methods — EyeToy, DDR pads, etc. — are 
slowly, but surely becoming a catalyst for new- 
fangled game concepts. 
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WHA’ HAPPENED? 


The time since Ze hasn't always been gaming heaven. PSM gets crotchety! 





>> THE POCKETSTATION 

Ah, the PocketStation. For those of 
you who don’t remember, this wasn’t 
some sort of PSP-like handheld 
PlayStation, despite what the name 
might lead you to believe. No, it was 
essentially a trumped-up memory card 
with a small, low-res LCD screen plus 
some directional and action buttons. 
The thing was a hit in Japan, at least 
for the first year or so, as gamers used 
it to raise virtual creatures downloaded 
from popular PlayStation titles via 

the memory card slot. It seemed like 

a bona fide shoe-in for U.S. release 

— we even ran a rather extensive 
feature on it — but Sony, after months 
of indecisiveness over whether or not 
to release it stateside, finally pulled 
the plug on any hope of it showing up 
here. Granted, it was very gimmicky, 
and probably wouldn’t have sold like 
gangbusters, but U.S. publishers were 
already starting to talk about support- 
ing it when the axe fell. 


>> TOMB RAIDER’S DECLINE 
Few gamers can’t forget cys. 

the first time they Pe 
played the revolution- “3° 
ary 3D adventure ki 
Classic which was f 
the original Tomb 
Raider. We sure 
can’t. For its time, 
it redefined action- 
adventure. People iy 
were saying itwas “=. 
PlayStation’s Super 
Mario 64. Then the 
sequel came out, and its 
sequel, and its sequel, and... 
you get the picture. None of 
them recaptured the magic 
of the first game. Then we 
Waited, what, three years for the series 
to be “reborn” on PS2 — and, well... 
let’s not go there. Now that the series 
is in the talented hands of Crystal 
Dynamics, we're starting to regain 
hope that it can once again reclaim 
the action-adventure gaming crown. 


>> BROKEN PROMISES 
We remember when PS2 was going 
to go online almost out of the gate. 












It was going to be broadband-only. 
The hard disk drive was going to open 
up a new world of game design and 
gameplay possibilities. We got the 
Network adapter and HDD long after 
they were due to rock our world, 

and, even then, what we got is so 

far removed from the grand vision 
presented to us all those years ago. 
Online gaming is a great thing, and 

we won't count the HDD out yet 
(although it’s definitely struggling), but 
the cycle of “grand promises, grand 
delays, less-than-grand results” is still 
a problem, and with talk about “virtual 
cyber worlds” made up of intercon- 
nected PS3s already starting, we just 
have to hang our heads. 





Bs 2D KICKED TO THE CURB 


Don’t get us wrong — 3D gaming 

is great, but it’s been pretty hard 

to watch plenty of promising game 
designs get tossed aside over the 
years simply because someone 
thought side-scrolling games with 2D 
sprites couldn’t be fun anymore. The 
problem has only gotten worse in the 
past couple of years on PS2, and by 
the time PS3 rolls around, we wouldn't 
be surprised if the word “sprite” is 
outlawed entirely. 


>> SYSTEMS GONE BAD 

.. Even though Sony 

still won't admit 
S& » ~ it, it’s no 
secret that 

ge the original 
: ~ PlayStation, even 
" _up to the release of the 
PSone, had some serious 
quality control and overheating 
problems. Standing our PlayStations 


aN 
6, 
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MORBID MARKETING 
Did you know that 
when promoting 
ShadowMan, 
Acclaim’s UK branch 
actually approached 
the families of 
deceased persons 
and offered them 
money to place ads 
for the game on 
their gravestones? 
We kid you not. 


on their sides or even upside-down to 
get games to load wasn’t uncommon 
in the PSM office. Heck, one periph- 
eral company even came out with a 
“cooling base” to sit your PlayStation 
on so it wouldn’t overheat. 

Unfortunately, we're starting to 
see a disturbingly similar trend with 
the PS2. Though not nearly as wide- 
spread, there are definite problems 
with the system’s laser becoming mis- 
aligned, leading to the dreaded Disc 
Read Error. Again, this officially “isn’t 
a problem: Maybe it will be remedied 
with the PStwo? 





Fortunately, we don’t think any of 
the low-income parties approached 
actually went for it. 
































WHAT THE?! 


From weird to just plain dumb, we've seen our share of outrageous 
commercials and concepts in seven years 


POLYGON MAN ) 
Who (or what) is this? Why, it’s the original PlayStation spokes- 
thing for the U.S., Polygon Man. This floating, disembodied thing 
of nightmares appeared in early print ads for the PlayStation, 
shouting stuff in Japanese. We really can’t see why he didn’t stick 
around longer. After all, he’s a man. Wait — he’s just a head. Okay, 

but he’s made of polygons. PSone was all about polygons! Seriously, we've 
heard that a lot of consumers found him way too creepy, so Sony went with 
Sophia from Battle Arena Toshinden instead, as a sort of pseudo-mascot there 
for a while. She didn’t have creepy eyes, but she did threaten to whip you if 


you didn’t buy a PlayStation. ® 
SEGA 
es 


SEGA’'S ANTI-PLAYSTATION ADS 
“Fly, plaything, fly!” Even before we knew that the Sega Saturn was headed to 
the great console graveyard in the sky, you could see the desperation growing 
in ads for the system. To the point, in fact, that Sega actually ran ads where 
they threw PlayStations off buildings. We don’t know who came up with the 
idea, but we can imagine what was going through their heads at the time. 
Probably something along the lines of “Hey, we can’t say ‘We've got more or 
better games; so let’s just say ‘the other guy’s system sucks!’ and throw it off 
a building!” Yeaaah. 


A THE CRASH DANCE 
Before the Macarena, a different dance craze was sweeping 
NS e the nation... of Japan. The “Crash Dance” was dreamt up 
\ j by some marketing person at Sony Japan, who thought 
eh 4 “Hey, Crash is cool looking, but we need something more to 
\ er help him appeal to the Japanese audience” The solution, of 
course, was to air a series of TV ads, and run stage shows, in which 
a guy in a Crash costume did one of the goofiest dances ever to an equally 
goofy, infectious jingle. Sadly, the craze never came Stateside, thus ending 


the platform character dance craze before we would get sure-fire hits like the 
‘Jumping Jak” and “Ratchet Hatchet” 





RANDY'S DARK SECRET REVEALED! 


He doesn’t know it, but we stuck this little trivia tidbit in the mag at the last 
possible moment. Anyway, let’s just say that, during PSM’s 2001 holiday 
party, Randy had a little too much of the “special punch” to drink. After 
declaring “I’m a maniac! Wahoo!” he took to the dance floor, knocking over 


several people in the process, and proceeded to do a really bad version of 


the Crash dance until he, well... crashed. After that, he couldn't look at the 
famous bandicoot without alternately turning red and green! 


7 YEARS. OF 


What we'll be doing, seeing, and playing 
when PSM's 14th anniversary rolls around 
— some facts, some predictions 


PLAYSTATION 4 will have launched, or be just about to. 


PS3 TECHNOLOGY will be embedded in DVD players, televi- 
sions, and home computers. 


PS3 GAMES will come on plain old DVD-ROM discs. 


HIGH CAPACITY memory cards will have made the need for a 
PS3 HDD obsolete. 


SQUARE will be producing in-game cutscenes that are visually 
on par with the CG they produced for Final Fantasy VIII and IX. 


PSP will have been a huge success, but Nintendo’s latest Game 
Boy successor will still be outselling it worldwide. 


UMD MOVIES AND MUSIC will be a distant memory, having 
never taken off due to prices being comparable to DVDs and 
audio CDs. 


SONY'S ONLINE SERVICE will have adopted Xbox Live 
functionality and its business model. 


PSP2 will have been announced, featuring capabilities 
comparable to the PS3. 


True EPISODIC CONTENT will still be nothing more than a 
wonderful pipe dream. 


SONY'S OWN GAME ENGINE will be the choice of 
developers, unseating Criterion’s RenderWare as the 
backbone of many games. 


STREET FIGHTER 4 will finally be out, and still be 2D. 


E3 WILL BE replaced by smaller company-specific events, 
separated into ones aimed at retailers and others for the media. 


ELECTRONIC ARTS will have acquired one, of not two, major 
North American publishers in addition to at least one former 
Japanese publishing/development powerhouse. 


THE NUMBER OF PUBLISHERS in the United States will have 
been reduced by nearly 50% due to mergers and buyouts. 


AMERICAN-MADE games will greatly outnumber those 
developed in Japan and Europe on store shelves. 


A MAJORITY OF PS3'S best-selling online games, specifically 
massively multiplayer online RPGs, will be developed in Korea. 


HIDEO KOJIMA will have departed from Konami to 
become a game director at Nintendo, working with 
Shigeru Miyamoto, focusing on games aimed at Western 
and mature audience gamers. 


THE 'MAIN' RESIDENT EVIL SERIES will return to Sony consoles, 
specifically and exclusively for the PS3 and PSP. 


PSM will still be going strong! 
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THEY SAID WHAT? 


PSM has done a lot of interviews with pretty much every major player in 
the PlayStation world over the past seven years. Looking back through 
our archive, here are a couple of the funniest (and unintentionally funny) 
ones we dug up! 


CORE DESIGN’S ADRIAN SMITH 
ON TOMB RAIDER: THE ANGEL OF DARKNESS 


SMITH: First off, it probably won't be called Tomb Raider. The 
next generation is going to be shockingly different. We want 
to bring a different Lara to the next generation. | look at 
something like Metal Gear Solid 2, which is, without question, 
one of the best things I’ve seen on PS2... but all they've 
physically done is produce another version of Metal Gear on 
PS2. It’s very similar to what you experienced in Metal Gear 
Solid. We didn’t want to do that. 








CAPCOM'S SHINJI MIKAMI 
ON DINO CRISIS 2 


MIKAMI: | would secure my escape route first. Then | would 
set a trap to catch the dinosaurs, kill them, and finally... eat 
them! Nevertheless, | would still have to keep running from 
the T-Rex... but | won't give up! | will eat him some day! 
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sionic thriller from the creators of TimeSplitters” 


FREE RAD GAL 


GENIUS AT PLAY 


| Mild Language 


| Violence 


© 2004 Free Radical Design Limited. All rights reserved. “Second Sight"(tm), “TimeSplitters*(tm) and "Free Radical Design”(tm) are trademarks of Free Radical Design Limited. Developed hy Free Radical 
Design Limited. Published by The Codemasters Software Company Limited ("Codemasters*). "Codemasters"® is a registered trademark and "GENIUS AT PLAY"(tm) is a trademark of Codemasters. 
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Race for [a5 i] dnd res sy ii Every night, in cities like LA, Philly and Miami, crews of import tuners push their nitrous-injected obsessions to the limit. 
Whether in underground or sanctioned races, on the track or through the wide open city streets, high speeds bring high risk. And 

serious rush. Join the Street Racing Syndicate. Upgrade officially licensed vehicles with hundreds of actual aftermarket parts, 
in revolutionar, y on / ine stickers, paints and vinyls. Then throw it on the Dyno to measure your mods before you put it on the track to test your skills. 
f I L Slip FodfBS. | — Because in the end, glory’s nice. Money and models are better. But driving away with your opponent's ride is just plain sick. 


or lay it all on the line 
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PSONE 
HUNDRED 
‘MILLION 


espace (Ye) am fats) a(@ SHC 

have sadly reached the 
time when we must say 
reoleye| o\V(=mi (ov taysyce) ated | ars) 
PlayStation. With PS3 and 
the PSP just around the 
corner, the PS2 dominat- 
avedid plea (e(sveyex=lnatsyant(e)a(ep 
and the PSone reaching 


the unreachable 100 million 
units shipped milestone, it’s 


time to step away. 
But before we say 
goodbye, we'd like to 


eye) qq oy= (el eaceyae|Narcleaniarel 
aate(e(sM eal cmae)acce)(smtats 
most popular, best selling 
reacemeateiaalilersialirsleiiemaarss 
history of videogames. 
Yes, we're talking about 
the games. With almost 

(o) =m 8) i (evapexe)(eMnce)arejns(e(oe 
games were always the 
PlayStation’s heart and 
soul. Here’s a final look 
back and the best and 
worst ones ever to grace 
the system. 


THE PRE-HISTORY 
OF THE PLAYSTATION 


e Sony's first attempt at gaming 
hardware came in 1988... it was a 
CD-ROM driver for the Super NES 
that never came into existence. 


¢ Sony's Super NES hardware was 
going to be called the Super Disc and 
run both Nintendo cartridges and 
Sony CDs. 


© Sony briefly made another short lived 
run in 1991 at the game market by 
codeveloping the CD-I with Phillips. 


¢ InJune 1991, at CES, Sony announced 
the Play Station (two words). A furious 
Nintendo ditched its CD drive deal with 
Sony and turned to Phillips instead. 


In October of 1992, Sony and 
NTTalecrnre (oMpntciare (evel (cln@ccws) ace melcva(e(cre| 
that the two company's CD players 
would be compatible. 


Only 200 of the original Play Stations 
were ever made. Sony scrapped this 
project and vowed to return in the next 
product cycle. 


Sony returned with the PS-X (also 
called PlayStation-X), a dedicated 
game console that ditched cartridges 
for CDs and introduced the world 

to Ken Kutaragi's world changing 3D 
graphics chipset. 


Before launching the PlayStation, Sony 
purchased Psygnosis (who's resume 

at that time peaked with Lemmings) 
for $48 million. The business world 
laughed, but Sony laughed last as 
Psygnosis' stable of titles sold huge 
and helped define a generation 

of videogames. 


Psygnosis was also responsible for 
helping create the PlayStation devel- 
opment tools... a major key in the 
console's worldwide success. 


The PlayStation launched in Japan 
a week after the Sega Saturn on 
December 3, 1994. It cost about 
$390 US. 


¢ The initial launch lineup in Japan was 
King's Field, Crime Crackers, and 
Ridge Racer. 


e Sony adopts the bizarre Polygon Man 
as its PlayStation mascot. 


Sony quickly abandons Polygon Man 
and goes mascot-less. 


e The US. got its first glimpse of PS2 
on May 11, 1995 at E3. The console's 
unprecedented power and a surprise 
guest appearance by videogame lover 
and "friend" to kids of all ages, Michael 
Jackson, made the PlayStation the 
toast of the show. 


The PlayStation hits 1 million in sales 
in Japan. 


e The PlayStation launched in the US 
on September 9, 1995 for $299 
after a bizarre, but effective marketing 
campaign with the slogan "UR Not EE." 


The rest is, as they say... history. 































These are the games we love, the games we 

~ cherish, and the games life just wouldn’t be the 

same without. After many long years enjoying 
PlayStation games, it was nearly impossible to pick 
our favorites... but these ten earned their spots as 
all-time greats. 


To. easily the best 3D fighter ever 


to grace the PlayStation. Its graphics and 
gameplay were nearly arcade-exact and 

_ the title was one of the first fighting games 
to add serious depth to the gameplay with 
special bonus goodies like cinema quality 
FMVs, a side-scroller mode and wacky, but 
fun, beach volleyball. 





‘ Tekken 5 - Namco returns to the classic 

~ gameplay of Tekken Tag in this upcoming game, and 
fans of the series couldn't be happier. This game runs 
on Namco's PS2-based System 256 coin-op board. 





Puzzle games are usually a one player 
affair, and this incredibly addicting game 
certainly was a blast to play all by one’s 
self. However, Capcom also infused this 
title with a fiendish two-player mode that 
was as exciting, competitive and engrossing 
as any game you'll ever play head to head. 





Nothing - But you've got to admit, 
- this would be an awesome game to bring 
to the PSP with wireless multiplay! 


8. series redefined the way driving 


games were made, introducing realism on aia 

a scale never before imagined. With more 2 

than 500 licensed cars, absurd depth, 
incredibly realistic physics and endless 
gameplay variety, this was not just the 
best PlayStation racer of its time; it was, in 
its day, the best racer ever made on any 
system... period. 
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Gran Turismo 4 - Seriously upgraded graphics 
and online play highlight this much-anticipated sequel. 
There's also a mobile version in the works for PSP. 











beginners — but, boy if the difficulty wasn’t 
worth it. Challenging and complex in 
gameplay and equally mature in storyline, | 
Final Fantasy Tactics provided some of most § 
engrossing, addictive, and time consuming 
gameplay that Square has ever created... 
and that’s saying a lot. 


Front Mission 4 - Square's turn-based strategy as 
played by giant robots... the nerd in us is crying happy 
tears right now. There's also an online Front Mission 
title on the way, and, who knows, maybe we'll be 
blessed with FF Tactics for PSP? 


6. on by the success of Gran Turismo, 


Namco redesigned its Ridge Racer to 
showcase more than 300 cars that, unlike 
the hyper-realistic Gran Turismo, were 

an absolute blast to drive from a pure 
videogame perspective. This was arcade 
racing at its very best. Just enough depth, 
and amazing course design. 








New Ridge Racer - Namco has announced that 
a new Ridge Racer is coming to PS2 in 2005. We can’t 
wait! Plus, there’s a PSP game in the series in the 
works that will hopefully be along the lines of R4. 





of 2D fighting on the PlayStation. With 
its complex fighting system (crossovers, } 
counters, juggling, aerial combat and more), liii 
substantial depth (the World Tour) and silky 
smooth graphics, this was arguably the best j= 
overall fighter on Sony’s first system. 





Street Fighter Anniversary Collection - A tasty 
blend of Super Street Fighter Il, and previous Street 
Fighter II editions, plus an excellent home version of 
the superb Street Fighter Ill: 3rd Strike. 


4. passed on this title because it 


featured 2D gameplay in the age of 
polygons, you should be kicking yourself 
right now. Symphony of the Night stands 
as perhaps the high-water mark of 2D 
action gaming and its gameplay is still as 
engaging today as it was back then. 












Nanobreaker - The creator of PS2’s Castlevania 
returns with a brand new world packed with gorgeous 
hyper-kinetic action. Of course, there's also a “sub- 
stantially different” new Castlevania in the works, too! 




































Games just don’t get much more frightening than this. Capcom added 
depth, polish, darker storytelling and more jump-behind-the-sofa scares 
than we'd ever seen in a game. Survival horror didn’t get any better than 
this on the PlayStation. 








NEXT: Resident Evil Outbreak File 
#2 - More online gameplay for you 
and your zombie-hating friends. 
And how about zombie elephants? 
They’re in there. 
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The jaw-dropping presentation of this game raised the bar for the 
entire industry, but this game was not just flash. The gameplay was 
excellent and the story was so involving that even hardcore gamers 
shed a tear or two when a certain character kicked a certain bucket. 


NEXT: Final Fantasy X/I - Square 
opens up the world of Final 
Fantasy with some very cool, 
non-linear gameplay and a whole 
new look. 





Metal Gear Solid revolutionized what we expect from our 
videogames. Brilliant cinematic storytelling, innovative gameplay, 
fantastic graphics were just a glimpse of the gaming golden age 
we're enjoying today. 






NEXT: Metal Gear Solid 3: Snake 
== Eater — Snake goes back to 
where it all started — and 
chows down on some 

serpent sushi. 


PSONE HUNDRED MILLION 


PLAYSTATION 
CLASSICS RE-RATED 


Games have come a long way since the early days of the PlayStation, and 
some of the titles that rocked the world back then would barely make a 
splash today. Others, however, would still be classics. So, we went back to 
some of the biggest names of the PlayStation’s formative years and asked 
ourselves... if you didn’t consider the graphics, how would we rank these 
PlayStation titles today? 


bic dh ew was: uf futuristic flight combat 
shooter that helped introduce 3D combat 
to those of us schooled in 2D gaming. 


What we'd rank it today: 7 

The gameplay just didn’t have it. At 

the time, the game wowed us with its 
graphics and novel 3D-ness, but today we expect a little bit more. 


What itv was: One of the first 3 fighters, 
that introduced the first true 3D moves into 
the fighting genre. Welcome, videogame 
world, to the side step. 


What we'd rank it today: 5 

Unfortunately, this game built its reputation © "a 
on flashy 3D graphics and not too much good old fashioned gameplay. 
With the novelty of 3D gone, there isn’t much left. 


WIPEOUT XL 

What it was: A high-speed hovercraft 
racing game that practically defined the 
look and sound of PlayStation games for 
years to come. 


What we'd rank it today: 10 

The gameplay was wicked-tough, the 
racing solid (except for opponent Al), the music amazing and the visuals 
were stunning for its time. Just writing about it makes us want to play 
it all over again. 


What it was: As one 

of the first real 3D 
action-adventure games, 
Tomb Raider spawned 
generations of imitators 
(including its own sequel 
clones) as well as a 
crossover career for 

the PlayStation’s most 
famous heroine... 


What we'd rank it today: 9 
Even though the 3D control was frustrat- 
ing (we'll give Core slack because it was 
practically inventing this kind of game on 
the fly), the original game’s design, music 
and surprises (like the first time we saw the 
T-Rex) would still impress us today. 
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What it was: :: Fast paced, polygonal 2D action 
with a pseudo-3D twist? Crash quickly became 
history's most famous bandicoot and a mascot 
for the PlayStation. 


What we'd rank it today: 8 
Pseudo-3D gameplay just wouldn’t cut it anymore, but Crash’s addictive 
action and brilliant design still rocks. Crash is one of those games you can 
just keep returning to time and time again. 


» What it was: A port of an arcade racing game that raised the 
™ bar i in terms of graphics for racing games and PlayStation games 


There just isn’t enough feat in the original Ridge Racer. \t was 
slick, fun and gorgeous for its time, but in the post-7urismo 
age it just feels empty — after all, there’s only one track in the 
entire game. 
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What it was: = Highspeed racer on futur- 
istic jet skis from the guys who created 
Twisted Metal and Warhawk. 


What we'd rank it today: 7 

This seemingly simple racer required 

a lot more strategy than most, the Al 
Enibetition was Gralenane and we loved all the shortcuts. With the right 
graphics, Jet Moto could still be exciting. 


J 3 

What it was: This highly original game helped write the rules for 3D 
action. It was part platformer, part first person shooter, part visual feast 
and completely 100% fun. 


What we'd rank it today: 7 

Had it not debuted around the same time as Mario 64, this game might 
have defined 3D platforming for generations to come. Compared to 
today’s platformers, Jumping Flash would feel a little sparse, but it would 
still seems about as fresh and original as it was back on the PSone. 
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VAGRANT STORY 

Overshadowed by Square's other big name titles, 
Vagrant Story is one of the best RPGs ever to hit 
the PlayStation. Metal Gear Solid-style cinematics, an 
incredibly deep combat system and a fantastic story 
make this one game you really didn’t want to miss. 


Wow, what a run Square had on the PSone. Xenogears 
stood out as one of its best games thanks to its 
complex (and controversial) storyline, stunning char- 
acters, cool mechs, and a brilliantly innovative combat 
system. Another can't-miss RPG. 

ROLLCAGE STAGE Il 

Back in the day, no one could touch Psygnosis when it 
came to flashy special effects and futuristic style on the 
PlayStation2. Rollcage Stage II showcased Psygnosis’s 
strengths in a ridiculously fast racer with cars that 
could race upside down or right side up. No stunt was 
too insane for this game. 


The days of the 2D shooter may have passed us by, 
but Einhander made a valiant attempt to rekindle the 
genre on the PlayStation. This ridiculously frenetic 
shooter rendered the action in polygons rather than 
traditional sprites. The effect was amazing and the 
gameplay was unworldly, you could hardly ask more 
from the last of a dying breed. 

TOBAL NO. 1 

Square's first fighter was ahead of its time. With a 
depth-adding Quest Mode, high-res graphics and more 
3D moves than most of the fighters of its day, Tobal 
introduced many of the features we take for granted in 
fighters today. To bad it never caught on. 


CH 
JIKODEN | é » 


The Suikoden series always seemed to get upstaged by 
Final Fantasy. The first edition was a deep and beautiful 
extension of the 16-bit RPG gameplay that was one of 
the first PSone must-have RPGs. The sequel, featuring 
one of the most twisted and most engrossing game 
stories ever created, shipped ONE WEEK before Final 
Fantasy Vill, and missed its shot in the spotlight. 

APE ESCAPE 

Monkeys... with sirens on their head. The game owned 
us from moment we saw the monkeys, but Ape 
Escape wasn't just a one trick siren-wearing monkey. It 
featured brilliant, addictive gameplay and some of the 
first, best and most innovative use of the DualShock 
Controller’s analog sticks. 

When Klonoa debuted, we'd just about given up on 
side-scrolling platformers. Because of this, many 
gamers missed this beautiful, highly polished and 
extremely fun title that is deservedly mentioned in the 
same breath as Castlevania Symphony of the Night. 
BUST-A-GROOVE 

It didn’t start the whole rhythm-based gameplay 
revolution (we'll credit Parappa with that), but Bust-A- 
Groove proved that the genre could be enhanced with 
depth, glitz and polish. The fact that the genre is still 
going strong today is due in no small part to this title. 

















WE'LL PRETEND IT DIDN'T HAPPEN 





FANTASTIC FOUR 

This was Acclaim’s Mona Lisa of bad licensed games. 
Fantastic Four was so awful on so many levels that 
it’s impossible to focus on just one problem, but 
we'll try anyway. What was the deal with the game's 
absurd soundtrack? Fusion jazz and videogames just 
don’t mix. 

THE CROW: CITY OF ANGELS 

For starters, the license itself was a loser. City of 
Angels was DOA at the box office and Acclaim’s 

port didn’t do much better. Thanks to ultra sluggish 
controls, camerawork that often obscured the action 
and half-hearted mature content (mumbled swears) 
this game begs to be forgotten. 

MORTAL KOMBAT: SPECIAL FORCES 

For the six people in the universe concerned about 
the story behind the Mortal Kombat fighters, this 
game was supposed to fill in some storyline gaps. 
However, its ridiculous plot was riddled with soul- 
sucking continuity errors and fatal plot holes... and oh 
yeah, the gameplay and graphics sucked... hard. 
IRON MAN / XO MANOWAR IN HEAVY METAL 

In the pre-Spiderman days, comic book games were 
almost guaranteed to be awful. And this one didn’t 
defy expectations. Two of the most powerful comic 
book characters in their respective worlds joined 
forces, forgot that they could fly, and then walked 
left to right to kill bad guys. Another Acclaim 

PSone catastrophe. 

HOOTERS ROAD TRIP 

Unless you got this game free with an order of hot 
wings, you were probably ripped off. Even brief- 
n-cheesy encounters with tight-topped waitress 
couldn't rescue this game from shoddy graphics, 
control that made you steer like a drunk driver, 

and pop-in that started about 6 inches from your 
hood ornament. 

RASCAL : 

Ever notice that when someone tries incredibly hard 
to be liked, they become instantly unlikable. Rascal 
is a perfect case in point. He had the sunglasses, the 
backwards hat, and attitude coming out his trying- 
real-hard wazoo. Thing is... Rascal the game was 
even more appalling than Rascal the character, which 
hardly seems possible. 

THE FIFTH ELEMENT 

Somehow The Fifth Element attained the unattain- 
able. It took a graphics engine that people loved a 
year earlier in Nightmare Creatures, and some how 
mangled it into one of the ugliest movie ports of all 
time. Poor old Bruce Willis, he never had luck with 
the games. 

SPAWN THE ETERNAL 

We kid you not; you can make it through this disaster 
of a game by kicking your opponents. Don’t need any 
special powers or super moves... just kicking, and lots 
of it. Spawn should join the DC Comics regulars and 
set up a support group for superheroes who attract 
sucky games. 
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GOD OF WAR ; 
>> PG. 50 
Sony’s action- 
adventure epic 
in the making 
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mix of crazy nae : 
action and even crazier, absolutely 
giganti-normous puzzles. 
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AREA 51 >> PG. 54 
The creator behind one of the 
greatest first-person shooters ever 
brings his talents to this adrena- 
line-bathed sci-fi scare-a-thon. 
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>> PS2’S NEXT MEGA-HITS >: 
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God of War is coming together to embody 
the first truly next-generation adventure epic 
on any system, let alone PS2. 

It tells the story of Kratos, a Spartan 
Warrior who wreaks chaos on Athens and 
its outlying areas as an instrument of Ares, 
the Greek god of war. Driven to the brink 


of madness by his deeds, he breaks free of Ares’ control 
and sets out to destroy the God by finding the only item 
capable of performing such a monumental act of murder: 
Pandora’s Box — a relic of immense power and mystery. 
The road to vengeance leads Kratos from a decimated 


city of Athens to a trapped-filled temple and eventually 


on to face Ares himself. Along the way, the murder-bent 
Spartan takes on legions of the undead and mythic beasts 
using his twin chain-borne Blades of Chaos and powerful 


magic attacks which can be powered up over time. 


It might surprise you, but God of War has actually been 


in development for more than two years — and it won't 
even be out until next spring. Sony kept the game under 
extremely tight wraps until only a couple of months before 
E3, largely because director David Jaffe and his team are 
very particular about anyone seeing elements of the game 
that aren’t up to the level of polish they're going to deliver 


in the final version. 


PSM has been invited to play the game twice by Jaffe, 
and we've been utterly floored by the game's inventiveness 
and presentation on both occasions. However, both times, 
Jaffe was quick to point out that what we were playing was 


still a very rough work in progress! 


You'll definitely be hearing more about God of War as 
its release nears, though, thanks to a marketing campaign 


with Gran Turismo 4 amounts of money behind it. Sony 
knows it has something very special; it’s just taking the 


smart route and saving it for after the mad holiday rush. 








“What isn’t special about God of War?” would 
be a better question. Beyond the drop-dead- 
gorgeous graphics and special effects that 
already make it one of the top games we've 
ever seen artistically and technically, there 
are so many things, large and small, being 
done on the gameplay side that it’s hard to 
get a grip on them all. 

Puzzles are one very important area where God of War 
sets itself apart from anything you've played yet in the 
genre. One of the reasons that the game has been so long 
in development is that it makes use of many “one shot” 
puzzle mechanics, each of which have to be designed and 
programmed separately. Some levels are one big puzzle 
in and of themselves, and you never encounter the same 
situation twice while playing. On the same token, the game 
is being designed so that there is a great amount of replay- 
ability and exploration for what's traditionally been a very 
linear genre. Level puzzles often have several solutions, 
multiple paths abound, and secrets are hidden everywhere. 

God of War’s combat is also remarkable, combining 
elements of Castlevania (Kratos’ Blades of Chaos have a 
distinct whip-like quality), Devil May Cry (attacks can be 
strung together in a myriad of ways to create enormous 
and very cool looking combos), and even wrestling titles 
(enemies can be grabbed and used in different ways 
— many even have built-in mini-games that require quick 
reaction to on-screen icons). 

The story is dark, the atmosphere is darker, and you 
really feel the struggle of Kratos as he has to perform 
awful deeds to exact his revenge. The sense of scale and 
immersion in the game world tops everything off, making 
you feel like you're part of a grand revenge epic where you 
have complete control, not just going through the motions 
of an actor in a movie. 





Ng 
Kratos’ dual Blades of Chaos can be 
powered up during the course of the game to 
open up new moves. 





Of course, all the might in the world 
doesn’t mean a thing when your brainpan’s 
just be cracked by Kratos’ blades. 





u 
This crane plays a Key role in one of the 
game’s many multi-part puzzles, 


SF: It’s everything you liked about Devil May Cry and Castlevania: Lament Of Innocence, only 
with much deeper combat, incredibly clever puzzles, and a fresh new setting. 
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GODS OF 
WAR 


God of War is being developed 
entirely in-house at Sony’s game 
studio (led by David Jaffe, bottom 
right) in Santa Monica, California. 

_ The team isn’t huge, but its game 
has all the makings of an epic 
that shouldn't be missed. 
















A These undead warriors hold mystical shields 
that require Kratos to use a specific attack 
combo in order to break through them. 


You might not guess it from the 
subject matter, but God of War > Kratos will encounter multiple 
‘is the creation of David Jaffe, scien the wien PERL | 
director and lead designer of the 
car combat classic, Twisted Metal 
Black. Jaffe has always been into 
Greek mythology and the idea 
of basing a game around it, so 
God of War is his homage (“It’s 
the game I’ve always wanted to 
make,’ he says) to those great 
myths and movies inspired by 
them, such as Clash of The Titans. 


Kratos has to deal with enemies leaping 
onto the platform, as well as archers 
trying to hit him from a distance. 
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5% Legacy Of 
ee WWE SmackDown! Here Kain: 


One section of the game takes place on a moving platform, introducing some Comes The Pain Defi elales) 
classic platforming elements into the fray. x Sees é odeouiniese Rie een i awa Sri 
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There’s no way to answer that question without a complex 
sentence. Imagine taking the “go anywhere, do anything” 
sandbox-style gameplay of a GTA game, but changing the 
main character to a cranky, slightly dumb alien invader 
named Crypto, who is intent upon taking over the Earth. 

As Crypto, you have a wide range of mental powers: 
you can read the minds of lesser life forms like humans 
an animals, and can hypnotize most humans to get them 
to do your bidding. You can 
also disguise yourself as a 
human, as well as levitate or 
use psionics to psychokineti- 
cally move things around at 
will, just like Scryer from 
Psi-Ops. lf that fails, you can 
Looe a always pull out a ray gun or 
two and fire away, and if even that doesn’t work, you can 
hop into your flying saucer and start leveling entire city 
blocks with its destructive weaponry. 


Pandemic 


Director 
Brendan Andrews 





Well gee, how many times can one hear “It’s just like GTA, 
only totally different in the following ways... “ before your 
eyes glaze over and you start daydreaming of friendly 
monkeys playing volleyball using a giant jelly doughnut 
instead of a ball? Plus, there’s the fact that there was a line 
to get into the closed room where it was being shown at 
E3, so a lot of folks missed it entirely. Finally, the campy, 
B-movie, sci-fi setting may be off-putting to those gamers 
who don’t fully embrace their inner geekdom. It’s a bit of 

a niche thing. 


For starters, it’s a fresh perspective. How many 
other games are there that let you play as an alien 
invader instead of the goody two-shoes fighting 
off the aliens? Plus, if you're into sci-fi at all, you'll 
love the B-movie feel of the game and tons of 
sci-fi references — for instance, your enemies are 
the shadowy Majestic, also known (in this game’s 
mythology, at least) as the Men in Black. 

Destroy All Humans! also has a dark sense of 
humor. In our demo, Crypto landed on a farm and 
immediately began interrogating the first earthling 
he saw: a cow. When the cow refused to say 
anything other than “Moo”, and reading its simple 
mind went nowhere, he decided that the cow was mocking 
him by refusing to give up any information and proceeded 
to first get angry and then telekinetically send the poor 
cow flying through the air. Not too much fun for the cow, 
granted, but Crypto’s clueless interpretation of the situation 
was still pretty darn funny. 

Beyond that, Crypto’s wide range of powers seems 
prepared to deliver a vast array of gameplay experiences. 
On minute, you're hypnotizing a man at the County Fair 
to act like a chicken as a distraction so you can sneak 
somewhere, and the next moment, you're in a tense 
shootout with Majestic agents — at least, until you make 
your way to your saucer and flatten everything around you. 
If the story is even remotely cool, we'll be riveted to our TV 
screens when this one arrives. 








Telekinesis is a huge help to the alien con- 
quistador. Most people listen better after you 
heave an automobile at them with your mind. 





. Not all of the game revolves around 
shooting up the town — you try to be 
peaceful and dominate with only your mind, 
but sometimes those humans just don’t listen. 


It’s War Of The Worlds or Mars Attacks!, but played from the point of view of a single, very 


easily agitated alien. Die, human scum! 
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. Have jet pack, will kick human butt you may be small, To conquer the U.S., you're going to have to take the 4 You begin your quest for domination in a rural farming 


but you've got a big brain, a big gun, and a very big can of fight all the way to the nation’s capitol itself. Are you community. Blast these infernal, insolent bovines and their 
whup-ass to unleash upon the puny Earthlings. trembling in fear yet, Mr. President? stubborn, secretive attitudes! Let the mutilations begin! 


inally a book, War Of The 
Worlds was made into a radio 
drama in 1938, Despite several 
announcements confirming it 
Was just a play (not to mention 


a suspiciously spooky broadcast 
day: October 31), hundreds of 
people with poor listening skills 
thought the show was a real news 
broadcast and believed the Earth 
really had been invaded. 





Your spacecraft is full of super- 
destructive weaponry like the Quantum 
Deconstructor, capable of laying waste to 
entire city blocks with a few blasts. 
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‘A Seriously, who doesn’t love the smell of freshly disintegrated human in the 
morning? Anyone? 
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In the simplest of terms, Area 51 is a first-person 
shooter. When it all hits the fan at Area 51, the 
world’s least secret top-secret military research 
facility, it’s up to you and your team of HAZMAT 
operatives to clean up the mess. It seems that some 
unknown virus has been unleashed inside the facility, 
Causing the site's automated defense systems to 
quarantine the whole complex. Naturally, you arrive 
to discover that things are much crazier than you 
could have guessed. The virus is transforming people 
into mutated, bloodthirsty zombies (and worse), 
there are aliens involved, and you yourself seem to 
be mutating into some sort of superhuman creature 
— which could be good or bad. 

This setup leads to what looks to be a heaping 
helping of atmospheric, tension-filled first-person 
action, flavored by smart Al wingmen, interesting 
scripted scenes, unusual weaponry, and cool art 
design. Plus, the multiplayer has great potential. 


There are a ton of first-person shooters competing 
for your attention, including Far Cry: Instincts, 
Killzone, and Snowblind (which very nearly made 
this list as well). This one carries the stigma of 
being descended from a simplistic, arcade, light gun 
shooter from back in 1995, which may be a turn off 
to players who don’t view the past through rose- 
colored goggles. Plus, Area 5/’s graphics are plenty 
impressive, but they aren’t currently as gorgeous as 
those of some of its competitors. 


Lots of stuff. First off, the concept is compelling and 
interesting. Aliens, mutated monsters of all shapes 
and sizes, exotic aliens weapons... heck, you yourself 
even gain some unusual abilities from the virus. 
This has HUGE potential for gameplay variety and a 
cool storyline. 

Plus, the game is doing everything it can to clone 
Half-Life, arguably the best fps of all time; not only 
are the settings quite similar (after all, Half-Life’s 
Black Mesa was clearly meant to be Area 51), but 
it takes the same approach of utilizing exciting, 
cinematic cut scenes to tell the deeper-than-most- 
fps-games story and add to the atmosphere and 
immersiveness of the gameplay. Heck, it even starts 
with a long, elevator ride eerily reminiscent of Half- 
Life’s opening train ride. And the bits that aren't 
taken from Half-Life, like the fellow soldiers who 
sometimes fight alongside you, are very Halo-esque. 
Some may decry this as heresy, but we think taking 
a cue from the best is a very smart idea. 

Area 51 also has some seasoned hands on the 
wheel. Inevitable handled the fantastic, underrated 
port of Tribes: Aerial Assault for PS2. Stan Winston 
Studios (Yep — the Jurassic Park guy) is handling 
creature designs, and the designer of the project is 
Justin Chin, known to the fps hardcore as the mas- 
termind behind the classic games Star Wars Dark 
Forces and Star Wars:Jedi Knight — Dark Forces Il. 
Finally, Midway just let us in on a little secret: the 
PS2 version is the only one that has online support, 
with Tom Hall and John Romero are crafting much 
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of the multiplayer content — and say what you like 
about the lon Storm mess, but these cats made 
Doom, and that didn’t exactly suck. 

Finally, let’s give Midway itself a little credit: the 
company has really committed to quality lately. NBA 
Ballers, The Suffering, MLB Slugfest: Loaded, and Psi- 
Ops were all great games, and all showed the signs 
of being given that extra bit of time and money to 
make them shine. This gives up confidence that Area 
51 will be allowed to cook until the crust turns a 
perfect, golden brown, rather than getting rushed 
out the door half-baked, as far too many of today’s 
games are. 





Massive, neon-lit architecture, no sense of day or night, 
and freakish humanoids everywhere... this is either Area 51 
during a disaster or just another day in Vegas. 


A sci-fi first-person shooter with a 
serious case of “wish | was Half-Life” — in the best 
possible way. 
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. Many times, you'll fight alongside 








There are tons of scripted events that The zombies (for lack of a better term) 
add to the ambiance and cinematic flavor, in these screens all used to be human. Just HAZMAT teammates and other soldiers... 
just like in Halo or Half-Life. wait ‘til you see what the virus does to at least until the virus gets to them and 


things that weren't human to begin with! they turn on you. 












Most of the environments are very dark, 
which both makes things creepier and shows 
off some nice lighting effects. 
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rather not see. 4 might , F In the original Area 51 arcade 
: d light gun game, if you avoided 
blasting aliens and instead shot 
the first three fellow soldiers 
you saw, the game would restart 
with a different color palette and 
recast you as a “Kron Hunter’ 
one of the aliens, 
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for its powerful 
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good news is, you're 
this ugly. The bad news is, 
of your enemies are smart 
“enough to know which end of a 
boom stick to point at you. 
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Y Betray a faction, lose credibility with them 
and run away from the gangs of soldiers that 


Publisner 
LucasArts 
peVvelopel. i 
Pandemic studios 


This Pandemic-developed third- 
person military shooter lets players 
choose between one of three merce- 
naries belonging to a private organiza- 
tion known as Executive Operations. 
The day before a momentous reunion 
of North and South Korea, an unyield- 
ing traitorous general takes control 
of North Korea and talks of a nuclear 
war make the rounds. The ultimate 
goal is to take out 52 targets, the 
leading general included, that cor- 
respond to a unique card deck 
hierarchy; four chapters, four suits, 52 
targets. Got it? 

Though the story may betray 
hints of hackneyed military plots, 
Mercenaries is in no way a good 
versus evil battle. In fact, the motivat- 
ing factor is much shallower: money. 
Did we forget to mention that there is 
Fro ate ele lave (reve aniiiiceysme(e)| tela eye le ajay 
on the North Korean general’s head? 
Yes! Show us the money! 


The word LucasArts implies primarily 


one thing: Star Wars. Having said 
that, it’s not surprising that many of 
you have probably never heard of 
Mercenaries, a title already lacking in 
the captivation department. Another 
reason Mercenaries has evaded your 
gaming radar is the fact that, on 

the surface, the game appears to 

be another run-of-the-mill military 
shooter. With no online or multiplayer 
modes to speak of, Mercenaries most 
likely dropped off your to-get list in 
lieu of SOCOM X, Ghost Recon X and 
Rainbow Six X. But know that this 
game is an entirely different beast 
and will require you to learn some 
new tactics, especially when it comes 
to finances. 


To call Mercenaries GTA with a military 
skin would be simply wrong. But 

to not mention Rockstar’s opus in 

this conversation would also do the 
game (both of them) a disservice. 
Mercenaries, like GTA, showcases vast, 
open environments and lets players 
do as they choose. There is an under- 
lying story to guide you, and there are 
ancillary missions to complete — it’s 
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will shoot you on sight. 


MERCENARIES 


just not quite on the scope of, say, 
Vice City. 

But don’t let that degrade your 
impression of Mercenaries in any 
way. Where the game eclipses the 
competition is in its deep reputation 
and monetary system, incredible 
physics (yes, it’s Havok), fully interac- 
tive environments, and sheer range of 
weapons and vehicles. 

Let’s delve deeper. Assuming 
you follow the game's story mode, 
three rivaling factions will issue you 
jobs, your main source of disposable 
income. It’s completely up to you to 
accept or deny the requests. Say you 
complete a job for the mafia. It’s more 





The game takes place over two enormous 
maps (N. and S. Korea) that can take upwards 
of 20 minutes to traverse by vehicle. 





than likely the case that what's good 
for them is bad for another faction. 
You'll feel that same betrayal when 
the left-out-in-the-cold organiza- 
tion denies you access to their black 
market shops, or simply shoots you 
on sight. This causes a forced 
realization that every action you take 
in Mercenaries will directly impact 
your game. 

Like every good game nowadays, 
the Havok physics model is used — on 
everything. There is literally nothing in 
the game that cannot be hijacked or 
destroyed. This includes jeeps, tanks, 
helicopters, barrels, fences, and every 
single building in the game; vehicles 
even show realistic damage modeling 
and physics, as do buildings. There’s 
only one thing keeping you from 
flattening the entire map on a whim: 
money. (Are you catching on to the 
theme here?) 

Managing your funds is crucial 
in Mercenaries. As your virtual 
piggy bank fills up, you can buy any 
weapons, air strikes, or vehicles 
on the fly at any point in the game 
— assuming you have access to the 
right shops. 














A 


Factions and enemies are clearly labeled 
with easy-to-see flags icons and textures. 


The female character is less easily 
detected by enemies when using a 
stealthy approach. 





To fully grasp the possibilities, 

let’s imagine a very real scenario 

in Mercenaries: you must capture 
and extract one of your targeted 
cards. Along the way, you buy some 
heavier firepower, and maybe have 
a Hummer choppered in for good 
measure. You capture your card, 
carry him to your Hummer and find 
an open field to have your very own 
helicopter dropped off at; flying away 
seems to be safer than driving. 

As you confidently head to your 
just-delivered (yes, a chopper really 
flies in any and all supplies/vehicles 
you buy) helicopter, a few vindictive 
soldiers from a faction you double- 
crossed destroy your chopper. 

In theory, you could fight off the 
soldiers, buy another vehicle and 
ride into the sunset, but chances 









. Friendly NPCs will assist you with cover 
fire while you man the wheel. 


at ma) 

Everything in the environments is 
destructible, including boxes, tanks and 
even trees. 


are you didn’t manage your money 
quite as well as your mom taught 
you when you were younger. This 
example is a conservative instance 
of how your faction reputation, 
finances, and pure shooting skills 
all converge into a rich and inno- 
vative gameplay experience. The 
game’s branching storylines, flock 
of endings, gorgeous visuals and 
extraneous yet welcomed details (if 
your character speaks, say, Korean, 
you'll see subtitles when Korean 
NPCs speak) push Mercenaries from 
sleeper hit to genre-defining. Pick up 
your paycheck early 2005. 


IN BRIEF: The freedom of GTA, 
the combat of SOCOM, the money 
management of Quicken and the 
interactivity of life. 








f 






The beauty of destruction, man, and 
machine. Oh, and sunsets. 


All supplies — vehicles included — are 


given the front door delivery service by 
way of massive chopper. 


=) 


Splinter Cell 


~ 


Quicken 


. intuitive and 
















Pandemic made a conscious effort to 


create truly mesmerizing explosions in 
the game. 


The ceiling at developer 
Pandemic’s LA studio is worth 
roughly $1.2 million dollars; a 
result of a failed dotcom that 

needed a soundproof housetop... 
or something. 


Hijacking 
vehicles only 
takes the 
press of a 
button. Luckily, 
every mode 
of transport 
controls with | 


responsive 
controls, 






i The female 
character is 

stealthier 
than her male 
counterparts. 
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Joe’s so eager 
to fight evil, he 
forgot to put his 
@2. helmet on! 


Ee 








These guys are more 
than ready to take on the 
improved Viewtiful Joe. 


\OE 2 





Iniesotaneall | Nat j 


Bi Clover 
Owecor 
Masaaki Yamada 





melee 
Februarye005 


hits ever, Resident Evil 2 and Devil to move so fast he catches fire so that 


The first ViewtifulJoe was about an 
average, uh, Joe who gets sucked 

into the movies and becomes the 
crimson-clad superhero, Viewtiful Joe 
— courtesy of Joe’s hero, Captain Blue 


May Cry, and he continues to work his 
magic with ViewtifulJoe. Granted, he’s 
not the director of ViewtifulJoe 2, but 
that doesn’t mean the sequel will be 
terrible — directing duties have been 


he can light the torches to open a 
locked door. It’s discovering creative 
ways to use the VFX powers that 
really makes this game more than just 
the same old thing. 


Don’t worry, Viewtiful 


—- to rescue his girlfriend, Sylvia, from 
the forces of evil. Needless to say, 
much evil booty was kicked... hard. 
ViewtifulJoe 2 continues the 
adventures of the average-Joe- 
turned-comic-book-superhero and his 
girlfriend-turned-superheroine as they 


handed off to Masaaki Yamada, who 
did the planning on Resident Evil 2 and 
Devil May Cry. So don’t worry about 
any repeats of past mistakes (i.e., Devil 
May Cry 2). 

Speaking of repeating the past, 
Joe gets a new visual effects (VFX) 


And Joe’s not alone: Sylvia, who 
was an unlockable character in the 
first game, is now playable from 
the get-go, and she has some crazy 
powers as well: she can attack her 
opponents with her pom-poms, 
or just shoot them with her 


newbies — if you missed 

the first exciting iteration 

of the ViewtifulJoe series, 
you cansee what allthe 
fuss is about when the first 
ViewtifulJoe is re-released 
on the PlayStation 2. And 








team up to demolish evil. Expect even 
more stylishly frenetic, side-scrolling 
combat in this explosive sequel. 


The first game was previously 
GameCube-exclusive, and while it 
certainly had a fan following, it was 
not quite the high profile game that, 
say, Mario Sunshine was. ViewtifulJoe 
is also a cel-shaded, 2.5D game (a la 
Klonoa 2), jam-packed with old-school 
(read: hardcore) goodness, making 

it less than welcoming towards the 
casual gamer. 


Two words: Hideki Kamiya. This is the 
guy who directed two of the biggest 


power called “Replay;’ with which Joe 
can repeat an action. So, for example, 
Joe can hit an enemy, then replay 
that hit and deal 3x the damage; but 
if he gets hit while using Replay, he'll 
suffer 3x the hurt. Or Joe can take the 
€asier, not-quite-as-flashy route and 


just grab and toss enemies as they 


come at him... simple, yet effective. 
Of course, all of Joe’s old abilities 
return: Joe can slow down time to 
dodge bullets, or just punch bullets 
back at enemies, or he can make like 
The Flash and use the “Mach Speed” 
VFX power to fight multiple enemies 
at once. The best part is that you have 
to use your VFX powers in creative 
ways throughout each stage, not just 
when fighting enemies. Joe may have 
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projectile weapon. 

Finally, ViewtifulJoe 2 is one of the 
first games to sport the Clover Studios 
logo, and that’s reason enough to 
be excited. Clover is comprised of 
two of Capcom's best and brightest: 
Shinji Mikami and the aforementioned 
Hideki Kamiya. Both Mikami and 
Kamiya’s track records are remark- 
ably impressive, so you know Clover’s 
games will be golden. 


One of the coolest, most 
hardcore, side-scrolling beat-‘em- 
ups ever gets a totally cool, action- 
packed sequel. 


the coolness factor is 


kicked up a couple notches 
thanks to Dante from Devil 


May Cry. 
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A Dante infuses even moi 


4 He doesn’t look very cool 
in a thong, though. Nope, a 


Pitt) ar] ae || 











Je 


A Like The Inhumans’ Medusa, Tene has . Superheroes versus dinosaurs — this Enemies really feel the pain when Joe . Make use of your VFX powers to 
some serious hair! game doesn’t get any cooler. slows down time. overcome obstacles and beat on bad guys. 


> Viewtitu Joe's e- = 






E BHP PUDY 


ready to explode! ib 








aes s 


sylvia Lirsniey the good fight ei the Sylvia is ready to kick some mummy Dinosaurs with tanks! it does get cooler! | 
very beginning this time around. arse... or face. Whatever. — 


“Henshin” is Japanese for 
“transform,’ so Viewtiful Joe’s 
catchphrase is translated as 


| ne 4% 
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| 
| 
1 


“Transform-a-g0-g0, baby!” 
# Doesn't quite have the same ring 
to it, does it? 





Fi ‘ 4 Joe really can be everywhere at once when 
he use his Mach Speed VFX power. 
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HOT GAMES 


Turn on over to these 
big games NOW! 


Burnout 3 pg. 87 
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WWE Smackdown! pg. 60 





WWE SMACKDOWN! 


VS. RA 


et’s cut to the chase: wrestling is 

still as massive as it ever was. As 

much as one can rely on that fact is 
the notion that last year’s Smackdown is 
one of, if not the finest, WWE wrestling 
game released for the PlayStation 2. 
From its stellar graphics to the finely 
tuned gameplay, the long-running 
Yuke’s-developed franchise has always 
been the most anticipated each and 
every year, and with good reason. 

2004 brings a heavy tide of change 
for the exemplary series. It’s not that 
much was taken away from its champi- 
onship design, but more that a dense 
flock of features has been appended, 
creating a game whose details can 
almost sound daunting to the newly 
recruited, tights-wearing body slammer. 
Lucky for you, we’re here to bring and 
break down world exclusive information 
and impressions from the latest build of 
the game. KAISER HWANG 


Ee 
The Contestants 
As its title implies, SVR will contain 


a number of characters from both 
Smackdown and RAW — a treat 


for many wrestling fans who have 
desired this very feature. Following 
is a list of the most current roster 
(read: subject to change). Also 
expect a number of playable 
special characters, from commen 
tators to refs. 
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Smackdown! unveiled in 
our world exclusive! 
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<< AND BY DIRTY, WE MEAN EYE POKES, 


LOW BLOWS, BRASS KNUCKLE SHOTS, 
EYE RAKES, ETC. >> 














GAME INFO 







yr | love the way the way 
those trunks bring out 
the sparkle in your eyes. 


=. 


Grapple 
Me Softly 


SVR will see 
a number of 
improvements 
to the grappling 
system. From 
new positions 
to spanking(!) 
maneuvers, this 
game will have it 
all. Check it. 
Grapple while sitting 
on the mat — Pick up 
opponents halfway and 
perform grapple moves 
unique to this position. 
Certain moves will also 
automatically end in this 
new position. 


Counter difficulties — Quick 
and signature grapples will be 
harder to counter than sub- 
mission and power grapples. 
With each grapple state 
having a counter difficulty, 
SVR should be more 
balanced than previous titles, 
as well as giving players a 
more gratifying experience 
due to the inherent risk vs. 
reward gameplay. 


Chop battles — Those classic 
chop-exchanges that happen in 
every wrestling match are now 
making their way into SVR. Initiated 
during a grapple and ending on 
the third chop, each turn utilizes a 


PUB THQ | DEV YUKE’S | TYPE ACTION | REL DATE NOVEMBER | MAX PLAYERS TBA| ESRB PENDING 


. . . , os 
“dirtiest player in the game” with a low blow. 





Shawn Michaci« 


OM WW —> 








PACH) 

































power and accuracy meter not unlike 
many golf games. Max out the power 
and get another consecutive shot. 

If the last chop is fully powered, the 
opponent will fly across that mat 

in an Oscar-worthy performance. 
Also, similar shove matches can be 
performed at the start of a match, 
while the female wrestlers will duke it 
out in slapping cat fights. Rowr! 


Heel and face specials — Some 
people play fair, while others play 
cheap. SVR rewards both types of 
players with new face and heel 
specials. Before starting a match, 
players choose either a face or heel 
preference. When the correspond- 
ing meter in the HUD fills up, a tilt 
of the right stick will let face players 
become temporarily invincible, while 
heel players can execute a dirty move 
without the referee noticing. And by 
dirty, we mean eye pokes, low blows, 
brass knuckle shots, eye rakes, etc. 
Sounds more like fun to us. 


Spank it, baby — Another meter- 
based tactic makes it way into SVR. 
This time, we're referring to Diva 
spanking. The more accurate players 
are with the meter, the harder they'll 
spank the opponent. The result is 
louder screams of pain... or pleasure. 
Yes, there will be animations and 
sounds for both joy and discomfort, 
and yes, the spanking only happens in 
bra and panty matches. 
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Renovated 
and Retouched 


For every completely new addition to 
SVR, there is an area of the game that 
has been tweaked and tuned 

for the better. There is almost no 
aspect of the game that has not 

seen such a change. This list should 
give you an idea of exactly what 

we're talking about. 


Submissions — In last year’s 
Smackdown, submissions were 
sometimes button-mashing, thumb- 
numbing deadlocks, In SVR, a time- 
based meter will appear giving the 
opponent a chance to either reverse 
or simply escape the submission. To 
balance this, players can apply more 
pressure to the submission and make 
the counter meter shake. Additionally, 
in tag-team matches, your significant 
other can now break submissions for 
you, similar to pins. 





A Relive the one of the greatest moments at 
Wrestlemania XX as “The Game” taps out. 


Be charismatic — Each wrestler now 
has a Charisma attribute. It won't 
help you get more women, but it will 
factor in how much adrenaline you'll 
receive when performing a taunt. 
More charisma also means your 

face or heel meter will fill quicker, so 
charisma point get! 


Interactive beginnings — Few real 
matches begin with simply a ding 

of the bell. These days, each match 
starts with some trash-talking, then 
maybe a stare down, and then 
maybe the real action. SVR will now 
feature said stare downs, as well 

as tests of strengths and the previ- 
ously mentioned shove battles. In 

a stare down, the player first to hit 
the displayed button gets the first 
hit. Shove battles are meter-based 
like the chop battles, and tests of 
strength will prompt the player to hit 
a button at the correct time. Each in- 
tune button press sways the strength 
towards the player. 


Heel boosts —Think the ref had 

a long two count? Argue with him 
about it. Don’t want to give up your 
submission hold after the ref calls a 
rope break? Continue to hold onto it. 
While these moves are a little risky, 
the benefit is that heel players will 
see a small boost in their heel meter. 


Notched weapons — By that, we 
mean belts. Well, one belt actually. 


During bouts with the titleholder, the 
championship belt will be available 
for use as a special weapon. Also, 
weapons will see a tweak in power 
so that weapon hits garner more 
realistic responses. 


Weight detection — Don’t expect 
to see Rey Mysterio lifting Big Show 
in SVR. Now, each character will have 
an improved, more accurate weight 
statistic, and their interactions will 
show it. This weight detection will also 
be implemented for finishing moves. 


Trish 
Stratus, 
in all her 
digitized 
glory. 


Mode tweaks — Both Royal f 
Rumble and bra and panties ¥ 
patches feature new mechanics 
such as improved wrester- 
throwing mechanics, and the 
ability to control your tag partner, 
respectively. And don’t forget 
about the sweet, sweet spanking 
for the ladies. 


Managerial action — As any fan of 
wrestling knows, managers are like 





In with the Old, In 
with the New 


Smackdown vs. RAW doesn’t lose any 
features (like six-player matches) in 
lieu of new ones. It’s more the case 
that on top of everything that was 
included in the previous Smackdown, 
players will get more, more, more. 
Along with all of the game modes 
from the last game, three new modes 


ASRIFICATION 
tod 





Create-A-Belt — Make money in the 
mission/season mode, and live out 
your belt-designing fantasies. Players 
will have access to a wide variety of 
belt parts that should allow them 

to make the gaudiest piece of gold 
clothing found this side of Jersey. You 
can then compete for these belts in 
the Create-A-PPV mode (requires two 
memory cards). 


Create-A-PPV — A feature wanted 
by Smackdown fans for some time, 
Create-A-PPV allows players to create 
a PPV card and play them out with 
their buddies. This includes PPV cards 
found on television, old Legend PPV 
cards, and even cards with other 
federations (i.e. WCW) using player- 
created characters. The potential here 
is big. The titleholders will not be 
linked to the Season mode, so belt- 
battle away. 


Challenge — Play through a series 
of matches with set parameters; pull 
off two finishers in one match, for 
instance; or defeat four legends with 
a specific character. Successfully com- 
pleting these matches will earn you 
money, which in turn means cash for 
the shopzone. 


Season — Okay, so this mode isn’t 
new, but the Season mode has now 
been revamped with new storylines, 
attribute-building mini-games, as 
well as the heel/face innovation. 
Additionally, the storylines will 

be completely voiced over by the 
wrestlers (no more text), and post- 
match taunts, attacks, and respect 
actions will have a significant impact 
on your game. 
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| “The Rabid 
Wolverine” goes 
for the German 


Create-A-Wrestler — Doh! We 
know, this mode isn’t new either, but 
it has also seen a facelift of sorts. 
There is a ton of new, higher reso- 
lution textures to choose from, a 
streamlined, real-time interface, as 
well a base character model with 
double the amount of polygons 
from the last game. After tooling 
around with the feature for a 
while, we're tempted to say that 
this may be the most in-depth 
character creation mode we've 
seen in any game, eclipsing even 
the Tiger Woods golf games in 
both depth and variety. 


> The “Doctor of Thugonomics” is in, 
and he’s ready to take on anybody foolish 
enough to challenge him for the U.S. Title. 


unofficial tag partners. On television, 
they distract the referees by getting 
on the apron, and sometimes will 
even drag a ref out of the ring during 
a pin. You'll see both of these moves 
and possibly more actions performed 
in-game by managers. Pulling 

a ref out will also boost 
players’ heel meter. 
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DOOM Il® enhanced especially for Zodiac. 
Sold separately. 






* Console-quality gaming with rich 3D 
graphics, stereo sound, analog control, 
vibration and wireless multiplayer 
capabilities. 


- Listen to music, view photos, watch videos. 


* Sync with Microsoft® Outlook® and 
organize your life. 
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Television or Game? 
SVR is a game made to recreate the 
pulse-pounding excitement from the 
on-air wrestling matches. In this 
respect, graphics and sound go a 
long way in creating a suspension 
of disbelief. Impressively, SVR takes 
no prisoners when it comes to aes- 
thetics. The character models all 
have 25% more polygons than last 
year’s already-amazing characters, 
as well as an additional specular 
lighting source and higher resolu- 
tion, er, hair. The end result is nothing 
short of stunning. Developer Yukes 
is aiming for a 100% likeness, 
and we can proudly say that 
they’ve succeeded. 
The audio department 
gets the same first 
class treatment. 
With the game's 
dialogue voiced 
by the appropri- 
ate wrestlers, 
in-game 
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others may say, Randy 
Orton truly is a “Liv- 
ing Legend”... or so 
he says. 


y 4 Despite what 
4 
| 
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licensed music, and commentary that 
doesn’t repeat itself nor say things 
that don’t correspond to the action, 
playing a match in SVR is like watching 
a high-def broadcast event. 


I Ric Flair Shawn Michaels 


~ EE WW ce 
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A For all their fancy moves, sometimes a 
good shove is all you need. 


Ric Fiair Shawn Michaeis 
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Online or Bust 

Now we come to the big question: Will 
SVR be online? The answer to that 
is... probably. You’ve got to assume 
that THQ and Yukes want to have 
online in SVR as much as the next fan. 
In reality, the companies are heavily 
considering putting online play in SVR, 
but it will most likely come down to 

if the experience will be fun, easy to 
use, and bug free. We've heard from 
anonymous sources that the game is 
even up and running online — it’s just 
going through some major tweaking 
and bug-fixing. If SVR does go online, 
the game would not only have an 
upper hand in the gameplay depart- 
ment (this is Smackdown we're talking 
about), but it would be the only 
online wrestling game out there. Our 
money’s on the game going online 
when it launches. 


Smackdown! goes no holds barred with new 
features and improvements. 








A Benoit’s diving headbutt is as devastat- 
ing as ever, though we hope he doesn’t break 
his nose upon landing. 


Triple H may be the “Cerebral 
Assassin,’ be he’s more than willing 
to get physical if he has to. 
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Each neighborhood in the 
game features distinct lighting 
and building structures, giving 
a surprisingly diverse feel to 
the world. 
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NEED FOR SPEED UNDERGROUND 2 


The suspense is unbearable — we hope it lasts! 


ny gamer knows the Need for Speed 
name. Roughly a decade in age, 
the franchise evolved from exotic 
sports cars and 5-0 chases to the 
gritty nightlife of import tuner cars. 
Apparently, gamers around the world are more 
than content as Need for Speed Underground 
was — not surprisingly — one of the best-selling 
games of 2003. 

As a consequence of early positive press, devel- 
opment on the sequel began before the first game 
even shipped, and this time around, EA Canada has 
left no stone unturned. Featuring a completely open 
— not to mention gargantuan — world, nonlinear 
gameplay, and improved(!) visuals, Need for Speed 
Underground 2 is in no ways the underdog in this 
year’s battle for tuner car supremacy. 

In our world exclusive play test with the game, 
we were able to drive around a good portion of 
the world. After seeing just how large the city’s 
five neighborhoods are, we couldn't help but be 
impressed, even taking into consideration the other 
games that have already offered open environ- 
ments. The exquisitely crafted world is also one 


of the most visually impressive we've seen in any 
racing game, with the trademark slick streets, 
blooming lights, and dizzying tracers. This time, 
EA has enlisted the work of not just one, but 
two Hollywood special effects gurus to up the 
graphical ante. 

The free-roaming design allows for a diverse, 
nonlinear and impulsive gaming experience. Take 
the new Outrun races, for instance; find another 
tuner car perusing the streets, 
and with the simple touch of a 
button, you'll seamlessly begin 
a race where either you or your 
opponent must create a gap of 
300 meters to win. Simple 
in design, yet brilliant in 
execution, these races can, 
in theory, last all > In NFSU2, 
night long. visual mods — 

Other races like aoe 
(circuit, drag, Fis pee 
drifting, etc.) aerodynamics. 
are found by 
exploring the 
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world. The same goes for shops, whether they are 
for paint jobs, body kits, or performance mods. Yep, 
this time NFSU will feature deep, but accessible 
performance tuning. Additionally, visual mods will 
also impact performance, something rarely seen 

in racing games. The game will also feature a sig- 
nificant increase in the number of visual mods, not 











Pe 


4 Memorable landmarks — like this 
gorgeous bridge — help players keep track 
of where they are. 


only in terms of parts, but /ocation. 
Think about your drab car interior... 

With all of the in-your-face 
additions to the game, it’s hard to 
appreciate the more subtle details. 
For example, the reflectors on the 
road will reflect your headlights, 
clearly outlining the road’s path — a 
welcome feature considering the 
absence of daylight races (there will 
be a range of dusk to dawn lighting 
effects). Also, NOS is now gained by 
stylized driving, i.e. drifting, making it 
available at all times. 

Online play makes a return, 
though details are still being ironed 
out; an open world impacts the com- 
plexity of online racing quite a bit. 


MIDNIGHT CLUB 3: 
DUB EDITION 


When 26” rims aren't enough... 


UB magazine, the 

trend-setting, unofficial 

authority on luxury 

pimped-out automo- 

biles, and Rockstar 
Games, the company that (arguably) 
defined “cool” for videogames — 
what is the byproduct of this perfect, 
paralleled union? Midnight Club 3: 
DUB Edition. 

While the core of MC3 differs 
little from other racing games — be 
first at the finish — it’s the periphery 
gameplay mechanics that set it apart 

from not only racing games as 
a whole, but in particu- 
lar the me-too 
import tuner 
scene 
that’s 


site 


There will be an instant messaging 
system in place — sponsored by 
Cingular no less — implying some 
exciting things when it comes 

to communication. 

NFSU 2 will undoubtedly turn 
heads when it releases this November. 
If not for its gorgeous visuals, respon- 
sive controls or expansive city, then 









quickly filling to capacity. 

MC3 allows players to mod the full 
spectrum of automobiles, including 
American muscle cars, SUVs, speed 
bikes, and the holy grail of two- 
wheeled transport, the chopper. From 
28” Davin spinners to five-color, iri- 
descent paint jobs to hydraulics, 
no vehicle in MC3 is safe from the 
bling police. 

The open city design returns, 
this time with caricatures of Detroit, 
Atlanta, and San Diego, as well as 
the series’ penchant for over-the- 
top jumps, shortcuts, and absurd 
sense of speed. Impressive damage 
modeling and improved city designs 
should place MC3 in the same role of 
authority as its creators in the land of 
gaudy-but-sexy racing games. 

KAISER HWANG 


Midnight Club 3 takes a refreshing approach 
to car modding. 








A See those buildings in the background? You can drive to each and every one of them. Really. 





PREVIEWS #8 


Once 
NFSU makes 
us rethink 
the quality 
of graphics 
possible on this 
generation of 
consoles. 






open Oy 


d ] i 
A requisite sports cars, 
eg tweaked out SUVs. 





definitely with its inclusion of SUVs, 
150 race events, and E!’s Brooke 
Burke. Stay tunered. KAIseR HWANG 


Exploring 
e world 
good for, 
i many reaso} j 
includingy® 


A sequel where all your prayers are 
answered, and then modded. 





Pimp your rice the way 
you want — if you're going to 
race, you might as well rai 

_ instyle. : 





4 Who gives a damn about fuel efficiency 
when you can crush your opponents with 
your big, bad Hummer? 


A You can trick out your ride all you want, 
but you’ve gotta remember that this game is 
all about racing. 
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GAME INFO 


- PUB NAMCO | DEV EUTECHNYX | TYPE RACING | REL DATE 


ALL | MAX PLAYERS FOUR | ESRB RATING TEEN 


STREET RACING SYNDICATE 


The love for the game shines through 


ny gamer knows Need for 

Speed. SRS doesn’t have 

a strong, recognizable 

name to ride the tails 

of, but it does offers up 
a good deal of original and unique 
features, as well as a physics model 
that leans more towards realism. Win 
the affection of real SRS girls; utilize a 
real-time Dyno and analog clutch; lose 
your pimped-out, hard-earned ride 
forever in online pink slip races; it’s 
the subtle details that give SRS a firm 
foot in the ground given the standing 
company that it has. 

To limbo and back, SRS is finally 
set to hit shelves this fall. And despite 
the fierce competition, there’s more 
than enough in the game to distin- 
guish it from the rest. If anything, one 
of the cars in the game is a Trueno 
AE-86. Initial D! KAISER HWANG 


_ <4Thereisa 
_ wide selection 
of unique vinyls 


= 


Full of details that any hardcore racer would 
appreciate, SRS has what it takes . 


GAME INFO 


JUICED 


EVIUICE | TYPERACING | RELDATEFALL | MAXPLAYERSFOUR | ESRE RATING TEEN 


Quench your tuner thirst 


aking a niche for itself 

in the tuner genre, 

Juiced offers in-depth 

customization and a 

driving model that 
strikes a balance of tight arcade 
racing and the sim-like nature of a 
game like Gran Turismo. The game 
also increases its differential with 
other titles by including a team man- 
agement feature. Simply, you can 
recruit and manage drivers, and even 
use team tactics during races to get 
an edge over the competition. See, 
there is room for innovation! 

Knowing that hot tuner cars are 
just as luscious in the light, Juiced 
includes day races — a small but 
refreshing detail in the conforming 
world of neon lights and wet, reflec- 
tive streets. With support for online 
play and pink slip races, as well as the 


Who’s got what again? A side-by-side comparison 


Here's a quick break- 
down of the core fea- 
tures for each game. 
Note that even though 
they share many 
features, each game 
has its own unique 
feel and approach. 


# of Cars 
Online H2H 
Damage Modeling 
AYATSUe) nd (oye 
_ Performance Mods 
Open World 
Nonlinear Play 
Licensed Parts/Cars 
# of Parts 
# of Modes 


# of Players 
Notable Features 


es. 


ee 


NFSU 2 


a 
* 


& 


a 


Yes 
Limited 


ies 


Yes” 
Yes. 


SRS 


Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 


TBA 
TBA 
TBA 


Street bikes, choppers 
choppers, concept cars, 
DUB license; MC3's unqiue 
approach to the genre more 
than solidifies its place with 
- the competition. It’s separate 
but equal. 
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standard spectrum of features, Juiced 
may be a serious competitor this fall. 
KAISER HWANG 


A The game’s daytime races let your 
tweaked cars really shine, neons and all. 


Team management alone puts Juiced on our 
watch list. 


Juiced 


Daytime races, team 
management; Commanding 
a crew of racers is 
something unique to Juiced, 
and that makes it all the 
more appealing. 





FIGHT FOR HONOR 


Experience life as a Samurai in 
feudal Japan and battle to save the 
once peaceful town of Amahara. 


WAY OF THE 


CAMURAT WAY of 


CARE 
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4. Though the gameplay is strictly 2D, the 
graphics are rendered in glorious 3D. 


Be r = 


¢ Gradius V's high speed combat action is 
guaranteed to get your thumb twitching! 


ou know, in a just world, 
we'd have games like 
Gradius V showing up in 
our mailboxes everyday. If 
you've never heard of the 
Gradius series, here are the essential 
details: it's a 2D, side-scrolling shooter 
franchise that dates back to the early 
8-bit days of gaming. Fortunately, 
even in this 3D-or-bust age, the latest 


Old school gameplay, 


GRADIUS 


F pore @E Lay PUSKORAMI | DEV TREASURE | TYPE SHODTER | RELOATE SEPTEMBER | MAX PLAYERS TWD | ESRB PENDING 
tite _ aA: - : - 


teed 





A Having missiles, a force field, and four Options 
(the glowing orange balls) will help quite a bit. 


new school graphics 





incarnation stays true to its 2D roots. 





Once again, players will be 


piloting the famed Vic Viper as 

it weaves through uncountable 
numbers of adversaries in a galaxy 
far less safe than you'd expect. The 
rules of engagement are simple: 
shoot everything and anything that 
moves. But this is far, far easier said 
than done as even the first few 
levels will provide a challenge for 


‘ 
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A Even the bosses pay homage to days of old with their barrier-protected cores. 


those not weaned on the classic 
shooter gameplay. 

Developing the game is legendary 
2D developer, Treasure, the same 
RT Esa SSE SS 


What we have here is a Treasure-developed, 
2D Gradius that stays true to its roots. 


pees 


house that branded your childhood 
with the likes of Gunstar Heroes, 
Radiant Silvergun, and Bangai-O. 
This equates to inspiring visuals, 
maddening difficulty, and simple- 
but-sweet gameplay. 

Before you begin a level, you're 
able to choose between one of four 
weapon arrays, which is the path of 
weapon upgrades you 
want to take. As you 
collect power-ups and 
move up the chain of 
improved weaponry, you 
manually signal when you 
want to activate a weapon 
upgrade. Then, the power- 
up process begins again. 
If you’re good enough, 
you can have multiple fire, 
lasers, missiles, and a force 
field all going at once. 

Gradius V will feature 
only seven levels, but you 
can count on them being 
the seven most demanding 
levels you've ever played 
through. Thankfully, the 
game also features two- 
player simultaneous play 
(!), as well as an online 
score-ranking system. Is 
this old school nirvana 
or what? KAISER HWANG 





i = 
A The highlighted bar on the bottom 
indicates what ship upgrade you're allowed 
to level-up with. 





Though it may feel like years 
since we've seen the Vic Viper, 
the famed ship actually made 
a welcomed appearance in 
Konami's excellent Zone of the 
Enders: The 24 Runner. If you 
haven't played the game, go do 
it — now! 


The famed Vic Viper makes a strafing 
run on a huge opponent. Good luck... 








WHOEVER 
WINS... 
WE 
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Small touches, like Ewok 
booby traps and vehicles, 
give each map an authentic, 
immersive feel. iz 
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STAR WARS BATTLEFRONT 


Unite and conquer, the Star Wars way! 


lending the Star Wars universe and 
online multiplayer action gaming 
seems like a no-brainer for the games 
industry, but it wasn’t until recently 
that the technology was in place to 
deliver it. Star Wars Battlefront may take many of 
its concepts directly from the PC (and soon to be 
console) Battlefield franchise, but the mere fact that 
you'll be able to tool around in actual Star Wars 
environments while playing as any of four different 
Star Wars factions (Rebel, Imperial, Clone, or Battle 
Droids) is integral to making Battlefront one of 
the coolest interactive pieces of geek bait ever in 
videogame form. 

Recently, we were able to play through several 
battles on a handful of Battlefront’s 10 various 
planet maps in full-on 16-player online battles. Each 
faction possesses five different classes of troops 
to choose from. For instance, we battled through 
the lush forest backdrop of Endor (complete with 
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Ewok booby traps!) as a member of the formidable 
Imperial army — and to be even more specific, as 
a Shock Trooper in the Imperial Army. But on the 
Geonosian map, we duked it out as a member of 
the Clone Army. The inclusion of different classes 
and their varying abilities ensures a simple, but 
enjoyable level of depth to the gameplay. 

Each troop is equipped with up to two different 
weapons (a primary and secondary, as well as 
grenades) that can be swapped on the fly using the 
very accessible preset controls (it controls a lot like 
an FPS) or your own customized control set. Each 
map has its own set of useable vehicles that range 
from the mighty, lumbering AT-ST and speeder 
bikes on the Endor levels, to the X-Wings on the 
Geonosian maps. All of this is done so that you'll 
be at an advantage to claim as many spawn and 
capture points as possible. 

Seeking out the red lit capture points is easily 
done using the map, and once you spot one, your 


www.psmonline.com 


goal is to convert it to green, while fending off any 
encroaching enemies. By squatting on the capture 
point, a meter will pop up in the corner of the 
screen to indicate the takeover. Red will drain from 
the meter icon and turn white. Then it will slowly 


7 


4 Pressing the triangle button lets you mount any 
unmanned vehicle, including the AT-ST. 





‘a 


We were quite partial to the missile launcher squad 
types — they may be slow to load and fire, but they’re 


absolutely devastating. 


fill with green. You must remain in 
the capture point area until it’s com- 
pletely converted to green to indicate 
you have claimed the post for your 
team. The more allies you have in 
the capture point area, the faster the 
process will happen. 

The result is a frenetic shooter 
fest that moves quickly and keeps 
you continually in the action until the 
last capture point is claimed by the 
enemy, or by you. If you die (which is 
often), you'll be able to choose your 
spawn point and you'll be up and 


running quickly thereafter. The fact 
that the entire game utilizes the Star 
Wars universe to such great effect is 
icing on an already impressive cake. 
With a September release getting 
nearer every moment, we're ready to 
take our game online the minute it 
launches. FRANCESCA REYES 


Online action shooter using the Star Wars 
license is a recipe for geek heaven. 


It’s not a bad time to be Pandemic 
Studios, the independent developer 
house mo8t recently responsible 
for the much-lauded Xbox title, 
Full Spectrum Warrior, as well as 
the upcoming Destroy All Humans!, 
Mercenaries, and of course, Star 
Wars Battlefront. With the latter 
three games already generating 
heavy doses of well-deserved buzz 
— in fact, two of the games are 
showcased in our PS2 Mega-hits 
feature (page 48) this issue — it 
appears that the studio can do no 
wrong. 


C’mon, Pandemic didn’t just 
appear out of nowhere and start 
making hit titles...did they? 

Of course not. The LA- and 
Brisbane, Australia-based studio 

has been making games for the 

last six years or so, first on the PC, 
and later on consoles. Believe it or 
not, Pandemic is also the company 
behind such titles as Star Wars Clone 
Wars, Triple Play Baseball 2002, and 
even Army Men RTS. But even before 
Pandemic was founded, Josh Resnick 
and Andrew Goldman (President and 


CEO respectively) both worked at 
veteran game company Activision, so 
don’t worry — these guys are battle- 
scarred and hardened gamers. 


Fair enough, but if this studio is 
so talented, why doesn’t someone 
just outright buy them and let it 
be over with? 

Y'know, we thought the same thing. 
But though Pandemic wouldn't have 
anything against being bought by 

a company, it all comes down to 
making games they like, making 
games we like, and making games 
you like. If that means remaining an 
independent entity, so be it. Ooh, 
but the thought of, say, LucasArts or 
THQ — both publishers the studio 
is in cahoots with — acquiring the 
company is just too sweet. 


Scandalous, we cry! One publisher 
means some game ideas will never 
make it out the door. 

Good work, Watson. Pandemic is 

in precisely the situation where 

it has a number of unique game 
concepts that appeal to different 
publishers, hence the current ties 
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A Turning capture points from red to green 
means getting closer to defeating the 
opposing army. 


PREVIEWS °6 


A Sniping is perfect when you’re protecting 
or attacking from a safe distance. 


A Different classes of soldiers within each army add a layer of depth to the otherwise 


straightforward gameplay. 


Seas 


The Mercenaries team at Pandemic are not only great game makers, but they like 
jammin’ bands like Stereolab, the Ramones, and Mastadon. 


with LucasArts and THQ. Publisher 
diversity also allows the studio to 
work with both established licenses 
and original intellectual properties, 
striking a balance between creative 
control and the rules set by a license 
like Star Wars. Essentially, they get 
the best of both worlds. 


The future looks bright enough to 
wear shades. 

Well put. Even with three current- 
gen games in development, 
Pandemic is already working on a 
next-gen console title, mysteriously 
named Project Q. Still, not everyone 
is in such a bustle to move on. “I still 


think there's more to be squeezed 
out of the current batch of consoles,’ 
says Mercenaries director, Cameron 
Brown. From the looks of his game, 
he may very well be right. 


Did you know? 

CEO Andrew Goldman was once an 

Olympic athlete. We think he was 

on the yachting team, but only he 

} MeL Mercs 

_— director, 

; Cameron 
Brown, was 
apparently 

; an Olympian 
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+. Combat has improved, but is still 
secondary to exploration and puzzle solving. 


Swords are new to the game, and are 
used to pin down indestructible ghosts while 
you run away. 


ith The Room being 

the third Silent Hill 

game on the PS2, the 

anticipation for the 

game is expectedly 
lightened. It wasn’t even that long ago 
that we played thorough the short- 
but-horrific Silent Hill 3. While the 
feeling of over saturation can feel like 
a bad thing, it shouldn’t; can we really 
complain about another excellent 
sequel to this fine series? 

The Room has many mainstays 
from the previous games, including 
fog-infested levels, a dirty film 
filter that plays over the graphics, 
and demon creatures that defy 
all explanation. One of the most 
important elements of the game 
— the sound — is again of topnotch 
quality and maybe the primary reason 
you'll be cringing underneath your 
bed sheets. Groans, white noise, and 
the simple silence of the world will 
wear on your psychological state as 
the impressive, but distressing visuals 
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A The signature grainy filter makes h 
images seem that much more disturbi 
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finish the job. 

Gameplay in Silent Hill 4 
doesn’t stray far from the winning 
formula. There's a decent amount 
of exploration and puzzle-solving, 
and battles are once again more 
easily avoided than completed. There 
is a streamlined weapon and item 
interface, though, that makes fighting 
and item usage much quicker, as 
players can interact with it on the fly 


This guy's a mess. Somebody get 
a mop... or something... 
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using the d-pad. Some weapons can 
also be charged for heavy attacks. 

Connecting the game's levels is 
your apartment. When navigating 
through your always-decaying suite, 
a first-person mode is used. The 
standard third-person view is used 
in normal play, though a number of 
distinct camera angles are effectively 
used to create a feeling of unease 
and paranoia. 

You can feel the experience from 


When navigating your apartment, 


the game uses a first-person 


viewpoint. Also, as time 
progresses, your room will show 
more and more decay, symbolizing’ 
your declining sense of security. 
Deep stuff. 


> We're not sure, but we think this room” 


was based on a New York apartment. 
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the past three games in Silent Hill 

4, the game that may finally bring 

the series to its peak. Composed of 
everything that made the prior trio of 
games hits, along with some innovative 
new twists, players will be receiving 
the best of both worlds. Kaiser HWANG 





Here's a game that's sure to bring out your 
sadistic tendencies. Heh, heh, heh... 


Salle 
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A Major Kusanagi’s evasive maneuvers really 
capture the feel of stylish anime films. 


A The white dot directs players to their next 
objective. Getting there is the hard part. 


Palm d’Or 


At this year’s Cannes Film Festival, 
the first anime film to ever be 
selected to compete for the 

top prize, the Palme d’Or was 
hone other than Ghost in the 
Shell 2: Innocence. 


> 


A The character models closely resemble 
their onscreen counterparts. 





nime and videogames 
appear to go hand in 
hand. Both often feature 
attractive protagonists, 
extravagant battle 
scenes, and a sexy aesthetic that’s 
undeniably sleek, but why is it that 
we've yet to see quality games 
based on the best of the best, most 
notably Akira, Ninja Scroll, and Ghost 
in the Shell? 
So there was a Ghost in the 
Shell game on the PSOne, but being 
confined to a vehicle ensured the 
game's narrow appeal and almost 
useless use of license. Thank heavens 
for Bandai. Set for release this fall 
in correlation with the new Stand 
Alone Complex 24 Gig television 
series, Ghost in the Shell forgoes the 
vehicular design of the first game and 
opts for a more fitting third-person 
action stance. 
The game lets you play as both 
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characters, and takes no prisoners. 


A Batou is one of the game’s three playable 





iy 





PUB BANDAI | DEV CAVIA | TYPE ACTION | REL DATE NOVEMBER | MAX PLAYERS FOUR | ESRB PENDING 






me 


GHOST IN THE SHELL: 
STAND ALONE COMPLEX 


Long before there was ever a Matrix, fhere was this 











Motoko Kusanagi and Batou — both 
standard characters in the Ghost in 
the Shell universe — depending on 
the level. The moves available for 
each character are more or less the 
same, consisting of gun and melee 
attacks, and jumping and climbing. 
There are also levels where you 
control Tachikoma — a small sentient 
tank — almost a throwback to the old 
PSOne game. 
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A Don’t ever call Tachikoma, this cute little tank, cute. 


One of the cooler aspects of the 
game is the ability to hack into 
enemies and robots, and use them 
for your own purposes. This can only 
be done on predetermined enemies, 
and involves matching up rotating, 
notched circles. Unfortunately, from 
what we've played of the game, this 
unique skill is underutilized. 

As much shooting as there is in the 
game, you'll also have to rely on your 





platforming skills to make it through 
the levels; while most of the time your 
next goal is marked by a whilte dot, 
figuring out how to get there becomes 
your main problem. Some instances 
will have you wall-jumping like Mario 
to reach your goal, while others will 
require a combination of wall-jumping, 
shimmying and leaps of faith to reach 
the goal. Most of the time these 
moments are pretty obvious, but there 
are a few occasions where you'll have 
to flex your obtuse-puzzle muscles. 
The game features impressive 
cutscenes, stylish graphics, and chal- 
lenging platforming, but also some 
questionable Al and balancing. In the 
months leading up to its release, the 
development team hopes to tune and 
polish the gameplay to make it fit for 
a proper U.S. release. Additionally, 
the game will see the light of day 
right around the time the new televi- 
sion show launches. It’s a good time 
to be a Ghost in the Shell fan, don’t 
you think? KAIseR HWANG 








It's a perfect marriage: a solid third-person 
action game with a hot anime license. 
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X-MEN LEGENDS 


Prepare to be excited 
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- 
Each of the X-Men has an “Extreme Rower” 

that can dish out Igts of damage to mulfigle. 

targets — ordn this tase, one really big target. 







ased on Marvel’s more progression. Iceman, for example, can 
streamlined U/timate extinguish fires and build ice bridges 
X-Men, X-Men Legends to cross certain gaps. 

allows players to create While it’s easy to play alone — just 
a party of four X-Men press a direction on the D-pad to 


— there are over a dozen selectable 
characters in all — and then go off on 
their quest to fight the Brotherhood 
of Mutants with real-time combat, all 
while unlocking and upgrading skills. 
RPG buffs can scrutinize the stats, 
while action fans can automatically 
upgrade their characters at a press 

of a button and then jump right back 


switch characters while the Al controls 
the other three — the real fun is in 
the multiplayer modes. Both coopera- 
tive play mode and the versus mode 
allows for four-player combat. 

Don’t think that the storyline is 
going to take a backseat to all of this 
action — writing duties are being 
handled by Man of Action, a quartet 


Real World Education 


into the fray. of creative talents that should be 
It’s important to create just the instantly recognizable to comic book 
right team, however; each X-Men has connoisseurs: Joe Casey, Joe Kelly, 
abilities that are necessary for level Duncan Rouleau and Steven T. Seagle. 
Thus far, the levels we've played 
are very promising. Men fans should 
definitely keep an eye on this one. 
JUSTIN CHENG 
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- ‘ With X-Men to be unlocked and upgraded, 
ie 2% there's plenty of mutant mayhem to be had. 

4 The X-Men have to travel to the under- 

ground realm of the misshapen Morlocks. 


¥ You don’t have to worry — no ice-related 
puns will be made. 


800.226.7625 
saUlI-y-1] mere) aa) 


If you're serious about your dream, 
we'll take your dream seriously. 


3300 University Boulevard 
Winter Park, FL 32792 
Financial aid available to those who qualify « Job placement assistance 
Accredited College, ACCSCT 


4 At certain checkpoints, players can change 
party members to suit their needs for par- 
ticular missions. 
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DEMON STONE: 
FORGOTTEN REALMS 


Would you like some hacking with your slashing? 











ESRB RATING PENDING 
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ome games are ambitious 

in their design, while 

others are ambitious in 

their production. Once in 

a great while, one game 
attempts to do both. Atari’s Demon 
Stone: Forgotten Realms has the 
pedigree of a solid developer with 
the know-how in making a world- 
class cinematic action game... and it’s 
beginning to really click. 

Starting with a party of three 
distinct characters (Fighter, Rogue, 
and Sorcerer), you'll swap between 
them with just one button press in 
order to best use their individual 
abilities. Of course, their abilities may 
fall into the standard categories, but 
so much detail has gone into creating 
each character’s varying specials 
and combos that the experience will 
be different depending on who you 
choose to control. 

In fact, much of what we've seen 
of Demon Stone so far encompasses 
the entire gamut of what plenty of 





SHIN MEGAMI TENSI: 
NOCTURNE 





other action RPG dungeon hacks 
already offer (RPG level building with 
gold and experience points, special 
team attacks, etc.), but what promises 
to set it apart from the competition 
is its impressive level of detail and its 
incredibly polished production quality. 
An epic feel, in large part due to a 
topnotch score in the making as well 
as a highly refined graphics engine, 
surrounds nearly every aspect of 
what we've played so far. Rocks crash 
into the backgrounds of a battlefield, 
large orc and troll armies battle in 
the distance, a hulking boss monster 
taunts you from the sidelines of 
combat... all the touches add up to 
an action game that we, personally, 
can’t wait to play all the way through. 
FRANCESCA REYES 












dp 
posing as if their lives 





A The heroic trio, 
depended on it. 


4 All of your characters will share the same 
pot of gold and pool of experience so no 
one gets left behind. 


This high-production hack ‘n’ slash looks 
amazingly fun already. 





PUB ATLUS | DEV ATLUS | MAX PLAYERS ONE | GENRE RPG | ESRB PENDING 





The critically acclaimed RPG series from 
Allus finally comes to America 

















apcom’s demon spawn, 

Dante, has been getting 

a lot of play lately. What 

with his reappearance in 

the upcoming Devil May Cry 
3 and his special cameo in the PS2 
version of ViewtifulJoe, he’s definitely 
a busy guy. Thanks to the team at 
Atlus, Dante is coming to consoles yet 
again in the bizarrely structured RPG, 
Shin Megami Tensei: Nocturne. 

The first game in the Shin Megami 
series to come to America, Nocturne 
tells the story of post-apocalyptic 
Tokyo and one boy’s battle against 
the demonic forces that inhabit it. 





= Kt == O78 36g 
A Players can certainly expect plenty of 
bizarre looking monsters throughout this 50- 
hour adventure. 





What's particularly interesting about 
Nocturne, however, is that players 

are able to persuade more than 100 
different demons to join them in battle 
throughout their quest. Once players 
are in league with these evil creatures, 
they'll be able to evolve them into 
new forms, or even fuse them to 
create better ones. Weird! 


JEREMY DUNHAM 


BPWEdCED 

KEW OP Bir ERR OPRS-- 
Leotcki.tnk Bee 
LoS. 


4 To call Shin Megami’s atmosphere dark would 
be an understatement. 






A The son of Sparda continues his bid for 
“most appearances in 2004 PS2 games” 
with Nocturne. 


: > Nocturne’s art style lies 
somewhere between Akira 


and Tron. 


Nocturne could be different enough to 
appeal to the hardcore. 
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se PREVIEWS 


A Don’t worry, parents — that’s not blood; 
it’s sand. 


A Move over, Spider-Man — the Prince can 
do what a spider can. 


f there’s one thing, and one 

thing only, that can be said 

about Prince of Persia 2, it’s 

that the game is more action- 

heavy than ever before. While 
the combat in The Sands of Time was 
by no means faulty, the limited scope 
of moves and enemy interactions 
only hinted at what the Prince could 
become: a full-fledged aggressor; a 
man-at-arms who takes the offensive 
and shows mercy to none. 

Having action elements playing a 
larger role has several consequences, 
namely improved fighting mechanics 
and more diverse enemies and enemy 
relationships. We've talked about the 
new Free-form fighting system — one 
that allows players to seamlessly create 
combos and develop a personal fighting 
style — before, so now we will focus on 
how the actual enemies have evolved. 


PTAs §6PUB USISOFT | OEV UBISOFT MONTREAL | TYPE ACTION | REL DATE NOVEMBER | MAX PLAYERS ONE | ESRB PENDING 


PRINCE OF PERSIA 2 


An intimate look at the Prince’s enemies 


PoP2 has ten to twenty types of 
enemies, not including bosses. As 
you can see from the screenshots, 
the Prince can now decapitate foes, 
as well as cut them in half both 
horizontally and vertically. He can 
also execute more subtle attacks, 
such as death by strangulation. This 
variety of moves — not to mention 


A There are even more enemy types this time around, including this massive monstrosity. 
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new acrobatics — is necessary in the 
game, as each and every adversary 
will require unique tactics to be 
defeated. Some agents will even enter 
a weakened state, forcing players to 
use special attacks to put them out of 
their misery. A byproduct of this is no- 
button-mashing gameplay. 

The opposition will also see more 
direct integration with 
puzzles. For instance, 
one particular enemy 
explodes when killed. 
Explosions can break 
things. Breaking things 
can solve puzzles. Our 
intentional ambiguity 
is only in hopes of not 
ruining too much for 
you when the game 
finally does ship. 

In the sequel, 
you'll see many more 
enemies with special 
characteristics like 
the one mentioned; 
some will require being 
chased; others will 
attack in swarms; some 
will generate smaller 
enemies, while others still 
will run along walls. The 
assortment of enemies 


A The game is decidedly darker than 
the first, with more grotesque and 
aggressive enemies. 


A With more environmental interaction, the 
battles are much flashier and more exciting. 


and their behavior will have a signifi- 
cant impact on how you play PoP2. 

In a novel approach to advancing 
the narrative, depending on the 
outcome of a particular battle, 
the Prince and his adversaries will 
voice different dialogues, giving the 
skirmishes a life of their own while 
simultaneously integrating them into 
the story. 

As the veil is slowly lifted on PoP2, 
we can’t help but be more and more 
intrigued by its change in direction 
and tone. Our only reservation is that 
we might miss the old Prince’s naiveté, 
but something tells us the remarkable 
team in Montreal has things com- 
pletely under control — but only time 
can tell for sure. KAISER HWANG 


Simple in appearance, PoP2 may be one of 
the most in-depth games we'll play this year. 





PREVIEWS #3 
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GUS ™ aad UP 25 


1000 ~ TAKEDOWN emi OU0) 






es a 
A Taking down your opponents is not only sat- 
isfying — you also get an important speed boost. 






MP ty 








4 Finally — a game that actually rewards you 
for driving aggressively. 





A The ongoing battle between rice rockets and 
muscle cars continues. 


E U R N 0 UT 3: TAKEDOWN cummatiii 


oncoming opponents to prevent them from 















Cronenburg has nothing on these crashes taking the lead, 
rrol Morris’ Fast, Cheap standing of the studio's infatuation the opponent wipe out. The benefit is for creating wrecks even towing 
and Out of Control tells with breakneck speeds and big, twofold: other players are left choking © companies would loathe. 
the stories of four men big crashes. on your asphalt, and your boost meter Rounding out Burnout 3’s stable 
obsessed with their uncon- In this third iteration, it appears as ~~ — an absolute necessity in Burnout 3 _ of features is multiplayer mode, 
ventional lives and bizarre _if Criterion has finally captured and — is filled. either online or off. Of course, online 
fixations. Had Criterion, developer refined the essence of what made Again, Burnout 3 is all about is what’s most exciting, as you can 
of Burnout 3, been included in the the previous games fun: crashes. Each refining the Burnout experience. play co-op or versus in the Crash 
bizarrely entertaining documentary, mode in the game rewards players for Take the Aftertouch feature as an mode, along with the standard racing. 
the world would have a better under- —_ performing “Takedowns;’ i.e. making —_ example. Say you take a turn too Split-screen for two players is also 
tight and send your totaled included for the less tech-savvy, and 
muscle car flying through looks just as good as single-player; 
the air. Aftertouch lets you the graphical details aren't lowered 
actually control the trajec- — the game actually draws two fully- 
tory of your vehicle to a featured frames. 
degree, in a last-ditch effort This is arcade racing at its purest. 
to ram your opposition one Drifts, crashes, and the trademark 
last time. It’s nuances like Burnout sense of speed are all in 
this that give Burnout 3 a place and feel superb. The graphics 
feeling of brilliance. have also received a facelift, though 
A favorite from the it’s something these screens can only 
previous game, the Crash hint at. If there’s one thing to walk 
er ae - mode, returns in full form. In away with right now, it’s this: Burnout 
_ your opponents down ~s a all of Takedown’s 100 crash 3 is insanely fast, in no way cheap, 
“anotch... or Sevetdl- ee moe Siete s oe junctions, there are now a and most definitely out of control. 
} : ; number of point multipliers, KAISER HWANG 


speed boosts, and heart- 
breakers (halves your score) 
littered throughout the streets 


This game is shaping up to be one of the 
to help or impede your quest finest arcade racers ever created. 
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e* PREVIEWS 


A The samurai are one of our favorite 
enemies — they sometimes commit seppuku. 





tie s 
A The Iksar Shaman is basically a three- 
way cross between wizard, cleric, and dark 
knight. They wield weapons well, have 
average constitution, and can cast both 
offensive and healing spells. 










al i % & fi ac 
4 The enemy variety has increased a bit, as these mechanized opponents demonstrate. 
They'll have a tough time with the Vah Shir berzerker, though — that kitten’s got claws. 





he name may be more 
streamlined this time 
around, but every other 
game element of this 
sequel to Sony Online’s 
awesome action RPG Champions of 
Norrath: Realms of EverQuest seems 
to have been bulked up consider- 
ably. The breathtaking graphics are 
still prettier than a supermodel in 


a whipped-cream bikini, but now 

it’s going to be locked at a buttery- 
smooth 60 frames per second 

and can draw many more enemies 
onscreen at once than before. The 
storage system has also been stream- 
lined, so that the game now fits on 

a single-layer DVD. This is important 
because many players’ PS2s choked 
on the first game's dual-layer DVD, 
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GAME INFO PUB SONY ONLINE | DEV SONY ONLINE | TYPE ACTION | REL DATE Q7 2005 | MAX PLAYERS FOUR | ESRB PENDING 


‘4 Evening the odds is for sissies — why not tip them heavily in your favor instead? With the Iksar’ 
Giant Growth spell, you can double in size and strength and put a Godzilla-sized hurt on these fools. 


~™ CHAMPIONS: | 
> RETURN TO ARMS 





creating all kinds of glitches. 

There are also two new character 
classes. One is the reptilian Iskar 
Shaman, who plays much like a dark 
knight with more powerful magic 
— Giant Growth temporarily balloons 
the lizard to giant size, and Pus 
Storm calls a disgusting torrent of 
green goop to rain down from above. 
The second is the tiger-like Vah Shir 
Berserker, basically a feline tank with 
an added talent for chucking axes 
across the screen like some kind 
of furry Randy Johnson. Of course, 
the old classes are returning as 
well — you can even port over your 
character from the first game — and 
they'll each have some new spells 
and abilities. 

Whomever you choose as your in- 
game ass-kicking delegate, they'll be 
wielding countless new weapons and 
items, including throwable armaments 
like shuriken, throwing knives, and 
hatchets, and special, super weapons 
that will require you to defeat a 
hardcore challenge to earn them. 
These challenges range from simply 
surviving huge armies of enemies to 
guarding explosive wagons in an old- 
school nod to Missile Command. 

There are also some big gameplay 







"5 


A You want cool new character classes? 
How about a wizardous lizard who can also 
swing a sword and a very strong, angry 
kitty with a helmet and Michael Vick’s 
throwing arm? You're welcome. 


improvements. The storyline has you 
searching 11 zones for the shards of 
the corrupt god Innoruuk (who you 
iced in the last game), but you're 
often given free choice of which 
zones to conquer next. Moreover, 
what you do with the shards is up to 
you — because you choose at the 
game's beginning whether to serve 
good or evil. This will change the story 
— namely, whether you're facililtating 
or preventing Innoruuk’s reincarnation, 
and many of the levels as well. 

Online play has also expanded, 
with the addition of Player vs. Player 
combat modes and a myriad of mini- 
game-style competitions. Best of all, 
Sony Online is wisely waiting until the 
beginning of next year to release the 
game, thereby avoiding the holiday 
crush. It’ll be a long wait, but well 
worth it. ERIC BRATCHER 





This title has two new classes, a good vs. evil 
choice, and more mini-games and options. 








PREVIEWS e¢ 
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i 4 : \ 
i ae = 
A Rocky fans — if you’ve ever wanted to know more about Rocky’s past, this is the game for you. 


ROCKY: LEGEND 


Yo, gamers! Rocky deserves your boxing eye 








ow much do you love Rocky? Not as to fret: it’s said that some movie scenes have 
much we do, we’d guess. The movie been reedited to create all-new storylines specifi- 
is an absolute classic and still holds cally for the game. 
up today as one of the finest boxing The game features a slew of new training 
stories ever put on celluloid. modes, with each career character having five 
We feel similarly about last year’s Rocky game; custom-tailored ones to complete. For instance, 
its well-tuned gameplay, lovable license and we had a chance to catch some chickens in a pen 
topnotch presentation made for an exquisite with good ol’ Stallone. EyeToy minigames 
boxing experience. Even under the shadow of will also be included, though their exact nature 
another well-received boxing title, Rocky still is still unknown. 
stands tall. The feature we pine most for in Legends in 
Legends brings back the tried and true online play, but alas, the boxing gods have not 
gameplay of the original and sets it against a seen fit to grant us our selfish wishes. Still, the 
prequel backdrop; rather than playing unique career mode alone 
out the events from the movies, players should be enough to satiate 
will reenact the careers of Rocky, Apollo the wants and desires 
Creed, Clubber Lang and Ivan Drago of Rocky fans ‘round the 
from their humble beginnings as rookie country. KAISER HWANG 
fighters, all the way through the events 
in the movies. Movie buffs have no need 


4 Enough with the talking 
— we want more boxing! 





& > Since this is a prequel, you can 4 
find out more about Drago’s 
Ss backstory, as well as other important 
characters in the Rocky series. 

x 






&é os & 
A It game may be called Rocky Legends, but 
we all know Apollo Creed’s the man. 








An overlooked boxing game makes a fine 
return with updated features. 
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You plan on playing 
in the real world? 


A real college degree, focused on advancing 
technology. Available online or on-campus. 


GAME DESIGN 
VIDEO PRODUCTION 
DIGITAL ANIMATION 
NETWORK SECURITY 
E-COMMERCE 
SOFTWARE ENGINEERING 
TECHNOLOGY MANAGEMENT 
MULTIMEDIA 
WEB DESIGN 
DATABASE MANAGEMENT 





Learn more. www.uat.edu or 800.658.5744 


GET THE MOST OUT OF YOUR GAMES >» SEPTEMBER 2004 Sponsored by 


ceeecge oe 





es 
“2 


Wanna stop the Atlanta 
Falcons? Spend the game 


NFL Football pretending that you're 
Michael Vick's backpack, and 


_-@ you'll haveta shot at it. 
iY ane 3 
7 at ce t) il 


89 Future Tactics: Uprising 
89 Karaoke Revolution 2 
89 MTX Mototrax 


Psi-Ops: TMC 
Strike Force Bowling 
Way of the Samurai 2 


Here’s how to beat every single team in the NFC. Next Bryant Johnson. Remember, Arizona is weak at QB and RB so 
month, we’ll do the AFC. apply pressure with blitzes on almost every play and force them 
to throw before their speedy receivers can get open. 


a. 
MOST DANGEROUS WEAPON WR Anquan Boldin ; ; 
If you let this speedy, sure handed receiver out of your sight, MOST DANGEROUS WEAPON QB Michael Vick 
<i 2a) warm up the PAT-blocking squad. His arm is a cannon, but Vick is also deadly on the run... keep 


‘se 4 him contained. 
: OFFENSE Despite some offseason fixes, the Cards are still weak , 
on both pass rush and pass coverage. Make the most of deep OFFENSE Last year the Falcons had the league's worst defense; 
passing routes with three or four receivers to take advantage of is year ley) picked Up/some speedy defensive backs in the 
both weaknesses at the same time. And don’t be afraid to run it _-‘ffseason, but they're still suspect against the passing game as 
right up the middle against the D-line. well as the running game. Attack aggressively with your best 
offensive strength until they adjust and then mix things up. 


Psi-Ops: TMC, p. 89 


DEFENSE The Cards have one of the most talented young 
receiving corps in the NFL. Play Nickel or Dime when they spread 
the ball between rookie Larry Fitzgerald, Anquan Boldin and 


DEFENSE The Falcons are all about Michael Vick, so you'll 
need to watch him on every play. The best way to do this is to 
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<< TRY TO RUN AND PASS T0 


al WHEREVER URLACHER ISN'T... >> 





call “spy” plays, which frees your 
controlled LB to watch him from 

the other side of the offensive line. 
However, you can also call an LB or 
safety blitz and use the blitzing player 
to spy rather than heading straight for 
the nimble QB. 









CAROLINA 
| PANTHERS 


MOST DANGEROUS WEAPON 

DT Kris Jenkins 

Jenkins anchors the NFL’s most 
fearsome D-line. If you can’t stop the 
rush, use shotgun formation to pass. 


OFFENSE The Panthers have an 
excellent defensive line and a 

strong linebacker core, so attack 

this defense’s one weakness — the 
secondary. Buy yourself time to throw 
with shotgun formations, run 3 or 4 
receiver sets and always send a guy 
or two over the middle to keep the 
LB’s from constantly blitzing. 


DEFENSE Carolina is a much stronger 
running team than passing team. 
Double team WR Steve Smith and 
then stack the line with a blitzing 
safety to stop the Panther’s powerful 
running game. 


@ | CHICAGO 

m BEARS 
MOST DANGEROUS WEAPON 
LB Brian Urlacher 


Try to run and pass to wherever 
Urlacher isn't... 











OFFENSE The Bears have an average 
defense against both the pass and the 
run. However, try to steer your plays 
away from ILB Brian Urlacher and 

FS Mike Brown whenever possible. 
Spread the ball around and throw 
deep to the opposite side of Brown. 


DEFENSE The Bears’ running game 
was anemic last year, but they beefed 
up the offensive line, picked up 
Thomas Jones and should be tougher 
this time around. Stick with Nickel and 
Dime defenses, focusing on stopping 
the pass, until the Bears prove to you 
that they can run the ball. 








MOST DANGEROUS WEAPON 

FS Roy Williams 

The Cowboys have excellent safeties 
that can not only cover, but can blitz, 


) 


too. Challenge the CBs instead. 


OFFENSE The Cowboys had the NFLs 
best overall defense last year, so play 
conservatively. Use 4-WR offensive 
sets to set up one-on-one matches 
against the CBs and avoid the deep 
ball when Safeties Roy Williams and 
Darren Woodson are in the vicinity. 
Call running plays to keep the D 
honest, but don’t expect huge gains. 


DEFENSE The Cowboys still don’t 
have a marquee running back, so 
use Nickel and Dime defenses to 
defend mainly against the pass. 

Blitz with safeties and linebackers 
regularly — Quincy Carter and Vinny 
Testaverde are the weak link in the 
passing game. 





| DETROIT 


LIONS 





MOST DANGEROUS WEAPON 

QB Joey Harrington 

Now that Harrington has some 
weapons to throw to, he will decide 
the fate of the Lion's offense. 


OFFENSE Detroit was awful against 
the pass last year, but picked up some 
defensive help in the offseason. Still, 
use 3-WR sets and look for favorable 
mismatches against defenders other 
than Dre Bly and Brock Marion. In 

the running game, run sweeps and 
pitches to the opposite side of LB 
Boss Bailey. 


DEFENSE The Lions have a solid, 
but still unspectacular, core of young 
WR’s and a QB who can get them 
the ball. However, they don’t yet 
have a solid RB. So, play Nickel and 
Dime defenses to stop the pass 
while keeping an eye on FB Cory 
Schlesinger in the running game. 


; | GREEN BAY 
és PACKERS 


MOST DANGEROUS WEAPON 

QB Brett Favre 

The Packer’s are still Favre’s team, but 
keep an eye on Ahman Green as well. 





OFFENSE Strong safety Darren 
Sharper is a show stopper, so be 

sure to stay far away from him while 
throwing deep. Your best bet is to call 
passing plays with WRs going deep 
on both sides. When he commits 

to one side of the field, throwing 

the other direction against a much 
weaker FS is your best bet. 
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DEFENSE The Packers always have 
Favre, so stopping the pass has to be 
your top priority. However, Ahman 
Green is always a threat to run the 
ball. Run the 43 defense and use 
your LBs to plug the gaps created by 
the Packer's talented offensive line. 
Against the pass, focus your efforts 
on WRs Donald Driver and Javon 
Walker with tight bump and run 
coverage and quick hits. 


<N MINNESOTA 


VIKINGS 








rt Fa Fi 





MOST DANGEROUS WEAPON 

WR Randy Moss 

Whatever you do, double cover Moss. 
He's too good to guard with one man. 


OFFENSE The Vikings are weakest 
against the pass, so you'll need to 
throw often. Challenge their CBs and 
look to send your TE up the middle 
against the inside LBs. 


DEFENSE You'll have a hard time on 
your hands trying to stop 2003’s best 
offense. You'll have to double cover 
Randy Moss or he'll eat you alive. You 
must also play 34 defense or blitz 
from the outside to keep Michael 
Bennett from breaking outside. You 
have to keep him contained. 


; | NEW ORLEANS 
ven SAINTS 


MOST DANGEROUS WEAPON 
RB Deuce McCallister 

With FB Sam Gash blocking, 
McCallister will be a load to bring 
down — keep your LBs ready. 





OFFENSE The Saints were weak 
against the run last year, and that 

is still their weakest point. Run the 
ball mostly to the sides with sweeps, 
counters and tosses, and then attack 
up the middle. 


DEFENSE The Saints have a balanced 
offense thanks to McCallister, QB 
Aaron Brooks and WRs Joe Horn and 
Dante’ Stallworth. Focus on the run 
by forcing McCallister to the middle 
with a 34 defense. Then make sure 
to keep a safety covering Stallworth 
deep. He's got incredible speed. 


ay NEW YORK 
mf] GIANTS 


MOST DANGEROUS WEAPON 

DE Michael Strahan 

Watch out for the Strahan pass rush. 
Run sets with your FB blocking on 
his side. 





OFFENSE Attack the Giants 
secondary and linebackers with the 
passing game. Alternate between 
short, medium and deep passes to 
keep them guessing and look for one 
on one matches with your TE against 
the inside linebackers. 


DEFENSE Kurt Warner isn’t what he 
once was and Eli Manning isn’t what 
he will be, so the QB position isn’t 
the strength of the Giants. Stick with 
Dime and Nickel sets, matching up TE 
Jeremy Shockey with a solid defender 
without neglecting Amani Toomer or 
deep threat Ike Hilliard. Also, keep 
an eye on Tiki Barber and try to push 
him to the outside against your LBs. 





The Chicago Bears used to be known as the Monsters of the Midway 
— could their defense earn this title again? 





CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on October Ist. If there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send 
a picture or a videotape (non-return- 
able) and a short paragraph explain- 
ing why you're the winner. Sorry, no 
e-mail entries! This contest is open 
only to readers living in the United 
States, age 18 years or older. PSM 
reserves the right to substitute prizes 
of equal or greater monetary value, 
if necessary. 

SEND YOUR ENTRIES TO: 
PSM September Challenge # 
(the challenge you're entering) 
c/o Future Network USA, 150 
North Hill Drive, 

Brisbane, CA 94005. 


THE CHALLENGES 


Challenge #1: Spider-man 2 
If you're smooth enough, go to 
Grammercy, to the east side of 
the island, and give race #84 a 
shot. Send us your best time. 


Challenge #2: Athens 2004 
Show us your best scores at the 
100m dash, Discus Throw, and 
Floor Exercise Men. The best 
combined score will win. 


Challenge #3: Echo Night 
Beyond 

Beat the game and get the good 
ending by saving every soul, 
finding a few key inventory items, 
and making a certain critical 
choice. Show us pics of the 
ineliatemalatciaareR 


THIS MONTH’S 
PRIZE PACKAGE 
Ghosthunter game 
Megaman Collection game 
ESPN NFL 2K5 game 





APRIL WINNERS 
The Suffering 
Mike Curry, Chicago, IL 


Beyond Good & Evil 
Jayell Evans, Tallahassee, FL 


Final Fantasy XI 
Marcus Wyatt, Kent, Ml 











PHILADELPHIA 
| EAGLES 


MOST DANGEROUS WEAPON 

WR Terrell Owens 

He'll be McNabb’s first target. Double 
cover him if you can. 





OFFENSE The Eagles have loads of 
talent on the defensive line, so watch the 
pass rush (especially from Jevon Kearse) 
and don’t run it up the middle often. 

The weakest spot is the team’s young 
secondary. Split out 3 or 4 WRs and 
make sure to keep the ball away from 
deadly FS Brian Dawkins. 


DEFENSE Now that the Eagles have 
added Terrell Owens, you must respect 
the passing game. If your opponent 
doesn’t scramble with Donovan McNabb, 
you should play Nickel or Dime and 
double cover Owens. If McNabb 
scrambles often, however, you'll need to 
watch him with a linebacker constantly. 


SAN FRANCISCO | 
49ERS 








MOST DANGEROUS WEAPON 

FB Fred Beasley 

HB Kevan Barlow becomes much more 
dangerous when Beasley’s leading the 
charge. 


OFFENSE The Niners were weakest 
against the pass last year, but they have 
talented players across their defense. 
When passing, stay away from matchups 
with Ahmed Plummer and watch out 
for S Tony Parrish. Try some up the 

gut rushing for some quick yards, or 

run to the outside, away from LB Julian 
Peterson. 


DEFENSE With an inexperienced QB 
and a weak WR group, the Niners won’t 
be putting up huge passing numbers. 
Focus on stopping the running game 














































Here’s another tip when playing as the Seahawks: if you wear earplugs, you 
won't hear all the people laughing at your butt-ugly uniforms. 


— 


(watch FB Fred Beasley’s blocking ability) 
and consistently blitz the QB with your 
safeties to keep him from making any 
easy throws. 


SEATTLE 
SEAHAWKS 


MOST DANGEROUS WEAPON 

RB Shaun Alexander 

Power linemen Walter Jones and 
Steve Hutchinson are a force, look for 
Alexander to run their way. 





OFFENSE The Seahawks had trouble 
stopping the pass last year, but signed 
CB Bobby Taylor which immediately 
improved their coverage. Try instead to 
get matchups with safeties in the passing 
game by watching for corner blitzes and 
sending four WR’s on a pass play. 


DEFENSE The Seahawks have a well 
balanced but not spectacular offense. 
You must, however, stop Shaun 
Alexander from running up the middle 
behind his powerful offensive line. Stuff 
four linemen on the line in a 43 set and 
use your LBs to plug any gaps that open. 
Once outside, Alexander can be caught 
and dragged down. 





MOST DANGEROUS WEAPON 

WR Torry Holt 

He's the key target in the Rams’ 
explosive passing game. Get two men 
on him. 


OFFENSE The Rams have decent 
safeties, but are below average at CB. 
Draw them into one-on-one coverage 

by sending your weaker receivers on 
routes that draw the safeties away from 
your primary target. You should also try 
running up the middle, but away from LB 
Leonard Little. 
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DEFENSE With Marshall Faulk returning 
behind a solid offensive line, the Rams’ 
running game will be a serious threat. 
Call plays that let your LB cover Faulk 
and then read for yourself whether 

the play is run or pass. In the passing 
game, double team Torry Holt and pay 
attention to Isaac Bruce. After that, 
there's a steep drop off in talent at WR 


so you can stay in run-oriented defenses 
and still cover. 








“| TAMPA BAY 
) BUCCANEERS 






MOST DANGEROUS WEAPON 

LB Derrick Brooks 

The Bucs’ defense is always forcing 
turnovers; watch the special moves when 
approaching big hitters like Brooks. 


OFFENSE Despite last year’s letdown, 
Tampa's defense is still fearsome. The 
only weaknesses are the safeties. Try 
lining up in Trips formation with three 
WRs on one side and see if you can 
draw single coverage by a safety. Also 
try going deep — if you get past the CB, 
there’s a good chance you can beat the 
safety. 


DEFENSE Tampa's key problem is that 
they lack a workhorse HB. Charlie 
Garner is quick, but doesn’t break 
tackles well. Force him to the inside with 
LB blitzes and 34 defensive sets. Watch 
out for FB Mike Alstott, he can break 
tackles and clean out the middle. Once 
they're stopped, focus on the pass with 
Nickel and Dime defenses. 





@\| WASHINGTON 
REDSKINS 





MOST DANGEROUS WEAPON 

RB Clinton Portis 

It will take more than one defender to 
stop Portis, so make sure to gang tackle 
when possible. 


OFFENSE Despite huge changes during 
the offseason, the Redskins still look 
weak on the defensive line. Exploit 

this by running up the gut as much as 
possible and also calling passing plays 
that take a longer time to develop. The 
pass rush shouldn't be heavy; just watch 
for blitzes by Lavar Arrington and co. 


DEFENSE Clinton Portis gives the 
Redskin offense a major boost. He's fast 
and strong, so stopping the run will be 
your top priority. If your team has fast 
linebackers, try pushing him outside 
with a 43 defense. If you have a beefy 
defensive line, funnel him up the middle 
with a 34 defense. 









Final Fantasy XI 
Maximum Macros revisited! 


4 Final Fantasy XI: Rise 
of Promathia is on the 
way, so you'd better 
get your macros down 
cold or be defeated! 





We asked readers to submit their favorite macros, 
and we got far more than we have room for this 
month. Thanks to everyone who submitted! Here 
are just a few of our favorites. 


Paladins/Warriors 

Provoke: Variation One Some users swear this 
macro executes the second Provoke more quickly 
than other methods. Submitted by Ed Dunn, who 
reminds us that the second Provoke won't trigger if 
you're using some other skill, like healing. 

/ja “Provoke” <t> 

/wait 15 

/p Provoke Ready in 15! 

/wait 15 

/ja “Provoke” <t> 


Provoke: Variation Two Matt Padduck wisely rec- 

ommends using the auto-translations for key words, 
shown below in parenthesis. This is critical in multi- 
national parties. 

|p (Provoke) <t> 

/wait 15 


/p (Provoke) in 15 seconds! 
/wait 15 
/p (Provoke) (Ready!) 


Cover: Also from Matt Padduck, this lighthearted 
macro highlights a skill utilized by high-level 
Paladins. 

/hurray motion 

/em cries thunder... Thunder.. THUNDERCATS... 
HOOOOOO!! 

/wait 1 

/em emits a beam of blinding red light... and begins 
to cover <t>! 

/ja “Cover” <t> 


All classes 

Targeting: Here's a great macro from BluBmber, 
which makes keeping track of multiple targets 
easier. BL/WHM need not enter the second line of 
this macro. 

/target <bt> 

/attack on 


Status: Communication is the single most vital 
element of every party, and this simple macro from 
David Sorenson helps keep everyone on the same 
page. Magic users may want to report MP instead 
of TP. 

/p My current HP is <hp> and my TP is <tp> 


Renkei: Renkei, or Skill Chains, occur when party 
members use certain special skills right after one 
another — namely three seconds after. Several 
readers sent in macros designed to mechanize this 


process so that the three-second timing was second 
nature. The combo recreated here is a hybrid com- 
bination of macros submitted by so many readers 
that we literally can’t list them all here. Thanks folks! 


One member begins the skillchain with the 
following macro... 

/p Initiating Skillchain in 5 seconds! 

/wait 5 

/ws “Name of weapon skill” <t> 


..and everyone else follows with a variation of 

the macro below. Wait until you see the message 
that the person before you in the chain “... readies 
(weapon skill)”, then execute this macro immedi- 
ately. Notice that the timing can sometimes vary 
slightly with personal preference, but all of our 
entries had their macros set to execute either 2 or 
3 seconds from the time they hit the button. 


/p Executing “Name of weapon skill”<call1> 
/wait 2 
/ws “Name of weapon skill” <t> or <bt> 


Taru-taru 

The Taru-Taru Dance. We'll close with a light- 
hearted macro for Taru-Tarus, courtesy of reader 
Jared Mason 

/em does the Taru-Taru Dance! 

/cheer motion 

/wait 5 

/panic motion 

/wait 5 

/welcome motion 













which of the cheats 


lo you want 
+ FS untited He 
) All weapons 
¢) Full ammo 
p)2x damag? 


AERA 


Wanna look up some cheat codes, but you’re away from your vast collection of PSM back 
issues? No problem. PSM and Cingular Wireless are feaming up to enhance your game. 


Psi-Ops: 
The Mindgate Conspiracy 


Transformers 


Grand Theft Auto: 
Vice City 


Karaoke Revolution, Volume 2 


For the latest wireless games and to 
learn which games are available on 
your phone, log on to 


*Standard text messaging rates apply. 


All you have to do is text the word “CHEAT” to PSM (776), and then you would be sent 
instructions back to your phone on how to get one of the games listed below. Cheat codes 
for the game will then be sent directly to your Cingular Wireless phone.* 


The Suffering 

MLB Slugfest: Loaded 
Hitman: Contracts 
MIX Mototrax 


NBA Ballers 


cingular 


14503132 B53411EA 


04401128 3CB4414A 





[M] Must Be On 
94C1BEAE 17E65164 





24435EC6 FC25480A 
24435CC6 FC25486A 


D4129128 563453A8 
PSM 


14109128 163453A8 Exclusive 
Code £ 





D452B128 563457E8 
1450B128 163457E8 


04401E6E BC34612A 
04401 E6F BC34412A 
04401 E6F BC34612A 
44531668 30244118 

59B5493C 272991D8 
14401C76 BDBC0822 
04401C6E BC34615A 
04401 C6F BC34415A 
04401 C6F BC34615A 
44531468 30244178 

59B5493C 272991D8 
04401F6E BCB4415A 


04001E6E BC34612A 
O4001E6F BC34412A 
04001 E6F BC34612A 
44131668 30244118 

59B5493C 272991D8 
14001C76 BDBC0822 
04001 C6E BC34615A 
04001 C6F BC34415A 
04001 C6F BC34615A 
44131468 30244178 

59B5493C 272991D8 
04001F6E BCB4415A 


04403E6E BC34632A 
04403E6F BC34432A 


04403E6F BC34632A 
44533668 30244318 

59B5493C 272991D8 
14403C76 BDBCOA22 
04403C6E BC34635A 
04403C6F BC34435A 
04403C6F BC34635A 
44533468 30244378 

59B5493C 272991D8 
04403F6E BCB4435A 


04003E6E BC34632A 
04003E6F BC34432A 
04003E6F BC34632A 
44133668 30244318 

59B5493C 272991D8 
14003C76 BDBCOA22 
04003C6E BC34635A 
04003C6F BC34435A 
04003C6F BC34635A 
44133468 30244378 

59B5493C 272991D8 
04003F6E BCB4435A 


‘Have/Max: All Backpack Parts — 
04401 EGE BC34632A 

04401 E6F BC34432A 

04401 E6F BC34632A 

44541668 30244318 

59B5493C 272991D8 

14401F76 BD3COA02 

44541468 30244378 

59B5493C 272991D8 

04401D76 BD3COA62 


04001 E6E BC34632A 
04001 E6F BC34432A 
04001 E6F BC34632A 
44101660 303C4318 

59B5493C 272991D8 
14001 E6E BCB443AA 
04001 C6E BC34635A 
04001 C6F BC34435A 
04001 C6F BC34635A 
44131468 30344378 

59B5493C 272991D8 
04001 C6E BCB443DA 


14403A38 BCB411EA 


14403838 BCB411EA 


14503332 B5B411EA 


14503133 B53411CA 


14403A39 BCB411CA 


14403839 BCB411CA 


14503333 B5B411CA 


14503133 B53411DA 


24435B86 FCA5487A 


04401328 3CB4414A 


04401328 3CB4614A 


04401328 3CB4616A 


04401329 3CB4414A 


04401329 3CB4614A 


04501328 3CB44168 


04401329 3CB4416A 


04401328 3CB461FA 


04401329 3CB441FA 


04401329 3CB461FA 
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04401128 3CB4614A 


04401129 3CB4414A 


04401129 3CB4614A 


04401128 3CB4616A 


04401128 3CB4615A 


04D01B2F B4B441D8 


04D01B2E B4B441E8 


04D01B2F B4B441E8 


04D01B2F B4B461E8 


04D01B2E B4B441D8 


14101172 B53415AA 


14001A78 BCB415AA 


14001878 BCB415AA 


14101372 B5B415AA 


14101173 B534158A 


14001A79 BCB4158A 


14001879 BCB4158A 


14101373 B5B4158A 


14101173 B534159A 










Altemate SHES 
extra missions and 
player characters! 
To enter codes, on the Main Menu, 
scroll down to Extra Content and press 
ap. A keypad will appear where you 
can enter codes. Note: Some of these 
characters have extra powers. For 
instance, Bikini Marlena has double PK. 


Dark Mode........... 
Arcade Mode 
Co-op Mode.. 
Survival Mode 
Have All Powers 
Super PSi............ 
Bulletproof Scryer 
Infinite Ammo... 
Headless... 
Skin: Barrett... 
Skin: Barrett Training 1... 
Skin: Barrett Training 2. 
Skin: Barrett Training 3. 
Skin: Barrett Training 4...... 
Skin: Barrett Training 5 
Skin: Barrett Training 6. 
Skin: Burned Soldier. 
Skin: Dock Worker 


» 465486 





















SKIN: GENEPAl a ecsesescse 
Skin: General Clown.. 431644 
SKIN: JACK....cc.sces 698798 


Skin: Jov Leonov 
Skin: Labcoat..... 
Skin: Marlena... 
Skin: Marlena Bikin 
Skin: Marlena Saranae.. 








Skin: Nick Stealth... 
Skin: Nick Training ... 
Skin: Nick Urban 








PlayStation.2 
PlayStation.2 _Hilay: 


EES 
2 piesa 
piaystation " ; RK 


Cong 


Skin: Nick Wasteland... 
Skin: Pyro Fetish.. 
Skin: Sara...... 
Skin: Sara Ps! 
Skin: Sara Suicide 
Skin: Scorpion. 
Skin: Soldier. 
Skin: Tonya 
Skin: Wei Lu...... 

Skin: Wei Lu Dragon. 
Skin: Wei Lu Tranquility 
Extra Mission: Aura Pool . = 
Extra Mission: Bottomless Pit.... 
Extra Mission: Bouncy Bouncy .568789 
Extra Mission: Gasoline............. 9442662 
Extra Mission: Gear Gauntlet... 154684 
Extra Mission: Gnomotron...........456878 
Extra Mission: Panic Room... 76635766 
Extra Mission: Pitfall... 05120926 
Extra Mission: Psi Pool..............565485 
Extra Mission: Stop Lights............ 945678 
Extra Mission: Tip the Idol........... 428584 
Extra Piission: TK AMTY.sccssssssse 090702 










At the character customization screen, 


rest the cursor on Name Selection, 
then enter Sa mmMamma® 
very quickly. If entered correctly, you 
should then be able to press left or 
right to change to any char 
within the game f 






Karaoke Revolution Volume 2 
Unlockables 

Enter these codes at the title screen, 
but note that once any of the “unlock 
all’ codes are entered, you will not be 
able to save the game. 


Unlock All Songs 
O@veTt woMs, 
Unlock All Venues 
O@@ >1T< lank, 


Unlock All Outfits 








Animation Gender Swap 


TO<OOVORDRII3 1-2 UDOOmm: 
Unlock All Videos 1 
*1O@ 2 OO < O713R3 MTX Mototrax : 
Unlock All Characters Unlock Maggot Character (SisktY 
B@OOL3tT< 2VO® 86657457 

Unlock Speed Demon Character: 
Unlock DeVron’s PSM outfit 773H999 
€3€13R3UN7T TOO Unlock Officer Dick Character: BADG3 
Unlock Ishani’s Harmonix outfit Unlock Nokia Trickbot Character: 
LZOTOOL3V VR3 HA79000 
Unlock Dwayne's Konami outfit Unlock Left Field Gear: 12345 
>R339R30@ 2 OOVE Unlock SoBe Gear: 50B3 

Unlock All Movies: 23F71C5 
Game Cheats Unlock Max Speed (Puma): JIH345 


Enter these cheats at one of the “Cheat 
Collection” screens in Extras, or at the 
title screen. 


Small Head Character 


Glass Character 


i} @@Ommmyec<t 


Oil slick Character 


gaonwm>lO<to 


: Toothbrush Microphone 
* ganna ><ltOO 


Dwayne Doll Microphone 
OQvOnwau®tOO 
Tough Crowd Audio Cheat 
>TOOO@oamy) 
Pirate Crowd Cheat 
©O<<HauMnOn 
Robot Crowd Cheat 

©0O > > e2aaBOw 
Zombie Crowd Cheat 
€<nuOOuamec 





 PlayStation.2 


SPLINTER) 
[ any = la 


VIDEO GAME 


RENTALS DELIVERED 


AK 


KeoOxX 


a = 


1G cameeuas. 


Unlock Max Air (Butterfinger): 
BFBO020 

Unlock $10,000 & Butterfinger Gear: 
B77393 

Unlock All Tracks: BA7H 


2° TT @eeonom Unlock Sky Cam: HIC 

Big Head Character 

RINNE Tr itiztti[s21@1@) Strike Force Bowling 

Big Eye Character Unlock all of the night environments 
_OOOOO0Ol/anm and Mars: Name your bowler !LEVELS! 


Unlock the three hidden characters 
(Newton, 7-10, and Bones): Name your 








Bwouwme@lot<e > bowler BOWLER! 

J2 Character 

Onwtt<<OOm ; i 
Wraith Character Future Tactics: The Uprising ~~~” ; 
mea TtOOlVnm Big heads! PEVEVI RE 

. Banana Microphone LOW Gravity? DORTEPAP VDT 





Disco Mode...... O€- @O<¢m >a > 
Level skip:.......O0n the Story Mode game 
select screen (on an already saved 
game: just not “Start New Game’) enter 
oO@mmmMOmams. | entered 
correctly, you'll hear a sound and skip 
to the next episode. It'll even auto-level 
your characters for you. 





Hello there! 








=F) GAMEFLY 


CTO Ze XANES. 


CHOOSE FROM OVER 1,500 TITLES. 


-NO DUE DATES - NO LATE FEES - FREE SHIPPING 





Go to www.gamefly.com/promo 
Enter coupon code: 1PSM15 


Expires October 31, 2004 





























RANDY’S TIP 


LETTER 


wy 






. 





holding that pose, 
Sylvia! 4 





| 3] PSM Letters 150 North Hill Drive E-mail: 
c/o Future Network USA Brisbane, CA, 94005 USA psm@futurenetworkusa.com. 





Co é 


<a = f a 
” but it’s made some great original games, like Viewtiful Joe, too. 


OF THE MONTH: 
“The next time 
someone wants to beat 
you up, but you don’t 
want to fight, take a 
cue from my friends 
Ken and Ryu. If there’s 
nowhere to run, just 
go crouch in the corner 
with your fists in front 
of your face. They'll 
never be able to hit 
you. They can try to RANBY 
throw you, though, 

so remember to get a 
quick jab in every now 
and again. Before long, 
someone will check 
their watch and realize 
that the fight has gone 
on too long, and your 
opponent will leave.” 


Se 





Hadoken, mixahframbk@ushoo.cam 








Se r die oo " 
A Yes, we know it looks like the same picture as 
last month; it’s just that this is our favorite pose... 





Killing Games 
My brother recently bought the MTV Music Maker 
game and bought the Microsoft Microphone Pe- 
ripheral for his Xbox. On the way home from the 
store, | was looking at the box and noticed a tiny 
yellow sticker warning eager gamers that this Mi- 
crosoft Xbox Peripheral MAY CAUSE CANCER! | 
was curious if any other consoles had any periph- 
erals with such dangers. What in this microphone 
has the ability to give a gamer cancer? 
Richard Walker, 
penguinssuck@hotmail.com 


Didn’t you even wonder why the 
Xbox glows green? It’s all the toxic waste 
inside! | kid, I kid. Actually, the sticker you 
saw was probably referring to the fact that 
the chemicals used in the process of making 
the wire attached to the microphone are 
known to cause cancer, and there could 
be trace amounts left on it. Very small 
amounts, but the government now requires 
electronics makers to point that out. Even 
if it’s incredibly vague, and, in this case, 
frightening. As long as you wash your hands 
regularly, and don’t eat, oh, a few thousand 
microphones, you'll be just fine. 


Mark Your Territory 
I've been playing FFX/ on the Fenrir server 
for about six months now. I’m just writing 


TalkKBACK /) 


EACH MONTH we post a new question 
on our website at psmonline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month's Question: “What would 
you do to make online gaming on the PS2 
a better experience?” 


PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE 


| would make it so that the only cheat 
code would be a virus sent to the other 
person's computer. 

Ernie Villalvazo, Burbank, CA 


Somehow, make it available to all the 
people with horrible Internet connections, 
like me... 

Kevin, WI 
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A chair with a toilet built in. No more 
having to say “Be right back” 
Landry Skocdopole, Adair, OK 


| would include a “flush” peripheral to the 
PS2 controller, so that you could flush all 
of the rude turds during heated play (ya 
hear that, unpluggers?!) 

Brent Genito, New Port Richey, FL 


MAKE IT FREE!! 
Jack Brown, Independence, MO 


| would make online gaming high-speed 
only. That way, you wouldn't have to worry 
about any lag. | would also add a feature 
to upload your picture, so you can see 
who you're playing against. 

Richard Cooksey, Sierra Vista, AZ 








DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


Who's got 
‘( the bling wow, ).. 
huh? < 
aay Who's 
got zHe 


4 Randy was, not surprisingly, uncontested in his 
bid to become PSM's first “Lord of The Bling.” 




























you to share with you and all your readers a 
VERY interesting fact | have come to realize. 
Approximately 90% of all party problems in any 
pick-up party are testosterone inflicted! After a 
thorough test, here is my reasoning: 

When in a party, | always try to do all | can 
to make the party better and the most effective 
it can be. So, when giving advice to fellow 
players, many (about 80% of them) quickly 
become very offended and respond with this 
common statement: “Don't tell ME how to play 
the game, newb! | have a {INSERT HIGH LVL 
ADVANCE JOB HERE}. This is just my SubJob!” 
So, after seeing this for the last six months, | 
have decided to take a new path. 

| have begun to make it as clear as possible 
that | am, in fact, a female in real life. This has 
made ALL the difference! Now, when the players 
receive advice from me, they either accept it 
or at least respond with decent etiquette. Why? 
Because they don't feel as if their moronic, 
masculine pride is being “threatened” by another 
“dude” It's all about the “Marking of Territory” 


effective communicator, and in the real 
world, you ladies tend to be more helpful. 
Ergo, telling folks that you’re one of the 
fairer sex gives them a better idea of where 
you’re coming from. Thanks for tolerating 
the hotheads — players like you make both 
the game world and the real world a better 
place. 


Drugs Or Death? 

Hmm... referring to in-game drug use (your 
NARC preview) as ‘questionable subject matter’ 
is understandable on its own, but mix that in with 
a preview for DefJam /I (which | must point out 
is just your basic street-fight to the death crap) 
in which you rave about things like the subway 
level, where victory can only be achieved by 
throwing someone in front of a train and | just 
gotta say this: Given a choice, I'd rather have my 
kids smoking pot than going out and throwing 
people in front of trains — both in a videogame 
or reality for that matter. If you intend to reply 
with the standard ‘separate reality from fantasy’ 





“Damn! Why do | alway: 


have to bust up when quoting 
from the penal code?” 


Fe £ 5 complex that seems to have males of every argument, | should point out that Snoop Dogg GAMES WE 
uh Liprer rag nepal bes cad species by the horns. WAS involved in a rather high-profile murder WANT TO SEE 
Jennifer, atreyasfinest@yahoo.com _case a couple of years back, wasn’t he? HOEDOWN: LEGENDS 
j as Joe Voorsluys, jvrslys@hotmail.com oF SQUARE DANCING 
anes 2 : ae Thanks for the advice, Jennifer! Does The excitment. The 
A your request, Yee. that mean that, if | make sure everyone I didn’t write the NARC preview, challenge. The glory! 
Wee e a ey knows that I’m a boy in real life, they but for what it’s worth, I totally see your You are an aspiring 
f aeaee ce stop ogling my Mithra thief and grabbing point, Joe. In fact, | agree with you in that world champion 
page 80." her rear end all the time? That would be I don’t think it’s any less worse to have square dancer fighting 
cool. What’s wrong with all you perverts, people beaten to a bloody pulp in game to make your way to 
A the top. Combining 
; anyhow? than to have your character use drugs. In DDR-style gameplay 
A j : In all seriousness though, you're right. the end, violence, drug use, etc. in games (dance pad support 
Tei ecsd eu have paiesebd iG but Chais cavortts Though my duty to my fellow Y chro- is all in the same category ul me. Now for included) with the 
Star Trek character was Mr. Spock. Go figure! mosomes out there prevents me from the standard response: yes, it’s up to each bare-knuckle brawling 
confirming the gender-specific portion of individual person to separate reality from of Def Jam Vendetta, 
your analysis, most online conflicts tend to fantasy/satire. Hoedown: Legends of 
result from short tempers, big egos, and Square Dancing will 
a fundamental lack of communication and I wrote the preview, and if it helps to finally give gamers the 
maturity. Ideally, everyone out there would explain the apparent dual standard, think of |_ ability to experience 
it this way: would you rather have a game the dark side of square 





just simmer down and have fun, but that’s 
about as likely as a chat room thread that 
actually doesn’t devolve into a flame war 


imply to your child that pushing someone in 
front of a train can kill them, or that doing 
LSD or heroin gives them super-powers? It’s 


dancing. Rivalries will 
emerge, tempers will 
flare, and you'll be able 


cL up to each of us to make up our minds what _ to literally help your 
: ihe a In the meantime, anything you can do is and is not socially acceptable. | applaud opponents “break a leg” 
A Here at PSM, we have the best hallucinations to make sure people understand you're you for realizing that neither game is really behind the barn before 
three weeks sleeping under your desk can buy. only trying to help will make you a more appropriate for younger players. competitions! 


Have an armed militia that goes around, 
finds cheaters, and shoots them. 
R.J. Cagampan, Watkinsville, GA 


| would make a trash talk game! All the 
gamers all over the world could find out 
who the real comeback king is! 

Tyler Leishear, Fairfield, PA 


I'd make it so that if anyone ever cheated, 
the disc would fly out and kill them. Not only 
would this reduce cheaters, but it would also 
provide at-home skeet shooting. 

Dakota Stuart, Anchorage, AK 


If Sony finds that it lacks in a certain genre, 
it should go out and find the game it needs. 
Have contests, or give smaller companies 
financial assistance. After all, how many “first 
person shooters” can people play? 

Garth Garcia, AL 


More people would buy the network 


adapter if Sony said that they could use 

the same network adapter for the next 

PlayStation. Otherwise it’s a waste of money. 
Lee Sauter, Harrisonville, MO 


Online would be better if it was free, and if 
it didn’t require so much work to set it up... 
CURSE YOU, WORK!!! 

Scott Archambault, Buffalo, NY 


| would have it throw out pizza or beer every 
time | killed someone. 
Alex Clay, Pittsburgh, PA 


Make it cheaper.. 
Zachary Gurule, Albuquerque, NM 
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HARDCORE 


| just got done reading a letter in Issue 86 
about the HDD and its shortcomings. | 
bought the HDD because | am a hardcore 
SOCOM II player. | play at least six hours 
a day! We were told that new maps and 
weapons would be ready to download when 
the HDD comes out. Well, | have had a 
HDD in my PS2 a few months now! What 
gives? Did | pay $99 for a dust collector? 
Mike Crockett, tictOc@verizon.net 





'Y Downloadable content (read: 
levels, etc.) are still on the way for 
SOCOM Il and Syphon Filter: The Omega 
Strain... Sony just hasn't released an 
official date. | gave Sony a call about 
other HDD content, and they told me 
that they'll have more announcements 
before the holidays, and that the suite 
of applications that were originally 
supposed to come pre-installed on the 
drive (picture viewer, etc.) are coming 
“soon.” | wish | had better news to 
give you on the overall HDD support 
front, though. Coming out of E3, very 
few publishers had told us that they 
planned to support it, and most had 
only gotten the development hardware 
days before. We’ll keep you posted! 


4 


Offline Only? 

Final Fantasy X is one of my favorite games of 
all time. An epic storyline, gorgeous graphics and 
loveable characters made it impossible to resist 
embracing this masterpiece. Needless to say, | 
was eagerly anticipating Final Fantasy X/ until | 
learned that it’s online only. | am fairly social in 
real life, but when it comes to videogames, | am 
a loner and prefer to enjoy a good ol’ single- 
player experience. Do you think that this is the 
beginning of a string of online-only games? Are 
developers and series going to start leaving their 
old-time friends and supporters behind in favor 
of online-gamers? Are they going to make the 
gaming experience so hard that is impossible 

to beat it without using multiple characters? 










al) 


answers in case monsters attack our town. 


Gary Stevenson, shadow40000@hotmail.com 


BILL. Gary, as a life-long fan of monster movies, I’ve 
acquired a vast repository of survival knowledge. Here 


are the rules that will keep you breathing: 


Rule #1: It’s true. Monsters never attack without 


that I thought you could answer. Why do the main 

characters always split up? Why are items hidden in 
weird places? How do you carry all those items when 
your character doesn’t even have a backpack? | need 


[ have some questions about survival-horror games 


Rule #1: When 
you hear the 
weird music, 

RUN LIKE 
HELLS 





Don’t get too close to it! First, empty all your bullets 
into it, then set it on fire, then put out the fire with 
Holy Water, then beat its head to a pulp with a 
baseball bat, then dance on the pulp while wearing 
track shoes. Now, it might be dead... 


Rule #3: Don’t get. “busy.” I don’t care how good 


looking the woman in question is, or how long you’ve 


been away at sea, or if you’re the absolute last 


impaled, so don’t do it! 


two people on Earth. Getting “busy” just gets you 


Finally, remember that the monsters can’t get you 


if you stay under the covers... 


their special music. It kinda gets them in the mood, 


I guess. So when you hear the weird music, run like 


hell! They’re coming!!! 


Rule #2: Let’s say you've just killed a monster. 


| must say that | am a little worried and | need 
your opinions. 
Ry, RyguyH@~aol.com 


Well, Ry, online games are absolutely 
going to become more and more common 
as more and more players become online 
enabled, and yes, there will be more and 
more that are online only, even team-based. 
However, just as radio didn’t die out just 
because TV arrived, and movie theaters 
haven’t been driven to extinction by VCRs 
and DVDs, the single-player experience will 
always be around as well. Case in point: 
Final Fantasy XII. Don’ t worry. Publishers 
will still take good care of you. 


No NES Nausea 

When | want an accurate review, you guys are 
where | go! However, there's unfortunately no 
way you can tell me just how sick a game is 
going to make me. | see the great graphics for 
the recent Hitman game and read the great 
review, so | know I've got to check it out. Within 
a few minutes of playing, though, I’m hanging off 
the couch and I’m swearing off all videogames. 
The camera in games like Hitman, Max Payne, 
and to a much lesser degree G7A, makes me 
nauseous. Games with less mobile camers, like 


Splinter Cell and Metal Gear, give me no problem. 
I'm sure you can explain the difference better 
than me. This is a problem that’s plagued me 
since | first played Wipeout years ago. | just 
wondered if anyone else has had this problem. 
It's really ruining my game playing and making 
me feel really weak! Am | destined to search the 
bargain bins for old NES side-scrollers? Give me 
guidance, oh wise ones. 

Marc Purtle, jmpurtle@yahoo.com 


You’re not alone, Marc. Even I get 
the occasional case of nausea when playing 
some games — and no, I don’t mean the 
kind I get when playing really bad ones. In 
fact, a lot of people feel queasy playing 3D 
games. Unfortunately, if varies from game 
to game, and gamer to gamer. Eric suggests 
trying dramamine (over the counter motion/ 
air sickness tablets) or those bracelets 
that supposedly help with motion sickness 
— and if it actually works, let us know. 


We Spoiled It? 

I've been playing Final Fantasy X/ for about three 
months. I've been waiting for a while to find a 
review of it in PSM. It finally came. However, the 
thing that annoys me the most was mentioned 
in the “How To” section. 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 





EYE 
DARE YOU! 


Can you decipher 
which character each 


of these snippets 
from our past covers 
represent? 








SINSONVWVS=3 
‘140d3 valv1=3 043Z 
“ANS=3 “SiNVO=8 
‘VNNA=V ‘SU3MSNV 


| would make everyone else much less 
skilled. That way | would feel much better 
about myself. 

Nick Holland, Longmont, CO 


| think they should do a lot more to prevent 
people from cheating. YOU PEOPLE KNOW 
WHO YOU AREII!t! 


Tatar Stud, Adel, IA 
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Encourage Sony to become an independent 
Internet provider. 
Shawn Grebe, De Soto, MO 


| would send a high-voltage, hair loss- 
inducing electrical shock through the con- 
trollers of hackers and potty mouths; they 
are the scum of the gaming realm. 

Castor Troy, Los Angeles, CA 
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To improve online gaming, | would let the 
PS2 community enjoy my great personality. 
| believe if Sony pays for me to join online, 
then more people would buy it just to know 
they are playing along with me. 

Rob Lard, Coral Springs, FL 


Invent a PS2 controller that plugs into a PC. 
Andy Yelter, Vancouver, WA 





All games sold with online capabilities 
should also allow offline play. | refuse to 
shell out $50-150 for a game that | can 
only play after paying even more fees. 
Tsunami, FL 


When someone loses, they get pushed off 
the tight rope wire! I just love the circus! 
Brady Ford, Telford, PA 


never get a 
head in life 
now! 


You wrote, “You wouldn't know it from people's 
online behavior, but it’s considered impolite to examine 
fellow adventurers using the Check command without 
asking their permission first” 

It might just be one of my pet peeves (much like 
people who don't like to invite people to their party with 
level 1 armor or no subjob at level 52), but it is the most 
annoying thing I've ever experienced in the game. Any 
sane person (read: me), upon receiving the tell, “May | 
examine you; would instantly black list the idiot. By the 
way, that could be a good macro, “/blist add <t>" 

| just don’t want the wave of idiocy to spread. Thanks 
for taking me seriously: I’m not joking in the least, 

Name And Address Withheld 


Okay, so you think it’s more rude to send 
someone the message “Mind if | check your stats?” 
than it is to just examine their stats without 
asking? Okaaay... I’m going to have to disagree 
with you there, and I think all of the people online 
who mask their character data would agree. 

By the way, the reason people don’t want to 
invite you into their party when you're wearing 
level 1 armor at level 50 is because someone else 
out there who isn’t a cheapskate is at level 50 and 
is also wearing high-level armor, and will therefore 
be more valuable to the party. Think about it — 
who do you want on your football team: the guy 
wearing all the latest gear who can play QB and 
fill in at wide receiver when needed, or the guy 
who can only be a tight end and refuses to wear 
pads? Finally, while you may be totally serious, 
until you learn to stop calling people idiots, don’t 
expect to be taken seriously. 


Left Out Lefties 


You guys rated MVP a 9 out of 10 in your magazine, but 


Make a game called Mr String and watch 
how many people get strung along to 
online gaming. In other words, make 
BETTER online games. 

Disseirie Hernandez, Brooklyn, NY 


The PS2 should be like the Dreamcast, 
where you can take it out of the box and 
start playing online. 

Robert Vierling, Saint Louis, MO 


More games with voice... | enjoy talking with 
my fellow nerds. 
Skyler Thompson, St Joseph, MO 


| would make one central online site so 
users using can contact each other no 
matter what online game they are playing 


| suppose 
f you could say 


you did not acknowledge the biggest flaw in the game! 

Recently, EA came clean about a problem that 
many of us thought that was true — the lefty bug. 
After playing MVP for a couple games, and playing 
the homerun showdown, you can’t help but notice the 
lefty bug in MVP Baseball. Lefty's do not hit balls as far 
as righties, and this in turn results in less HR's by left 
handed hitters. 

EA stated that they will release a patch for PC 
users, but they don’t plan on doing anything for the 
console users. This is utter BS! 

So | have two questions for you. 1. What can EA 
do for us PS2 users who own MVP and 2. Why didn’t 
you guys at PSM say anything about this major flaw 
in the game? 

Chuck Heidel, afellawinas@msn.com 


Sorry if you feel let down that we didn’t 
mention the lefty bug, Chuck. According to EA, 
it’s only a problem when your swing isn’t perfect 
(because when a lefty really cranks on it, it’ll go 
420-440 feet anyhow), and we thought there 
were some other things that were more important 
to discuss in our limited space. We'll keep a special 
eye out for it next year and be certain to tell you 
if it repeats. 

As for the question of what EA can do for 

you, that’s pretty much up in the air. The code is 
probably locked down, so a patch might not be 
possible, but if enough people go to EA’s online 
tech support and ask for help, it’s conceivable 
they could come up with a solution. Maybe EA 
could burn a new version of the game and dis- 
tribute it to interested parties, or offer tweaked 
player stats for download via a GameShark 
SharkPort that would give the lefties a little extra 
pop. Who knows? 


(MOH:RS) sucked. 
Daniel Serpa, Hialeah, FL 


better game play. 





How about some good FPS games like they 
have on PC? The only one that | played 


Craig Vornberg, Cincinnati, OH 


They should make more online games that 
include head sets. Head sets make for 


Fratelli Marshall, Baltimore, MD 


sure have a lot 3 
of ball-- <= 


You're going : 
to be the “szrorg, 
silent type.” 





TECH TALK 


Please help me to understand why EA's Medal of 
Honor: Rising Sun has the same graphics as Frontline. 
Why didn’t they upgrade their graphics? Not only 
are the graphics bad, but Rising Sun’s loading times 
average at about one minute. This is absurd and 
irresponsible. How come other games, like FFX, have 
stunning graphics and no long loading times? 

Judee Omo, tdye@infowest.com 





Reusing a game engine automatically 
saves a company a good amount of money. 
Decreasing the overhead for games makes for 
more profits. See where this is going? As for 
load times in games, there are more variables in 
the equation than you might think. How a game 
is designed and the efficiency of the code are 
only a couple of factors that may influence load 
times. Some games like to load whole levels at 
a time, while others stream them continuously. 
It may technically be impossible to have shorter 
load times in certain games. To call the loading 
in Rising Sun irresponsible without knowing why 
is a bit premature, but | agree, it does suck. 


It seems like us left-handed guys are always 
getting the short end of the proverbial stick. | was 
halfway through college before | realized that all 
beer cans were made for right-handed people. 
Where’s the justice in that? 

On the other hand (ouch... ), it is a fact that 
everyone who is ambidextrous started out as a 
left-handed person. 


Make it cheaper. 
Alex Burks, Hackensack, MN 


Make a bionic arm to give a slap on the 
head to anyone being a dumbass. 
Brendan Murphy, Emerson, NJ 


LOTS OF SNACKS... AND MAYBE SODA! 
Jeremiah, Prescott Valley, AZ 
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Y’know those games that you're 
really stoked about? Metal Gear 
Solid 3, Devil May Cry 3, Grand 
Theft Auto: San Andreas, stuff 
like that? Well, what if we told 
you that next month’s issue will 
be dedicated to those mammoth 
PS2 titles, with exclusive new 
looks and the games you'd kill 
for? Yeah, we thought that'd 
make you-smile. 

Whatever you do, don’t miss our 
first-ever Fall Games Preview 
special in. just 30 short.days! 





Net Sag RE ARTE a 


Ric Finir Shawn Michaete 
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CHRIS BECK of Napoleonx, OH 
is the winner of our May Caption 
Contest. Chris, your PSM Prize 
Pack is on the way! 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 


A “Dear Diary, Remember that treasure 
map that shady guy sold me? Well...” 


Of course not! We also had a 
full review of Resident Evil Code: 
Veronica, along with maps and a 
strategy guide... very scary! 

We also did a prophetic little 
piece about the games you'd all be 
playing online with your PS2. Man, 
can we call ‘em or what? 

When you add in the stuff 
about Castlevania, Onimusha 2 and 
Tekken 4, well... you'd have been a 
jabroni if you didn’t read it! 


Our September, 2001 issue was a 
grappler’s dream, with our cover 
illustration of The Rock exhorting 
_ everyone to “Buy this magazine” 
And why not? We had first coverge 
of WWF Smackdown! 3, with all its 
ladders and tables and chairs (oh 
my!). But did we stop there? 
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- Introducing the next phase in the Dynasty Warriors® 4 saga. The warriors 
return with more epic battles and scenarios, devastating Musou attacks, 

and new modes of play. Dynasty Warriors 4 Empires will rewrite the rules 

of Tactical Action! This time, the empire you build will be your own! 











Powerful new Charge attacks and abilities 
September $29. 99 @ New VS Challenge Mode and Tactics system 


@ Bonus Archives with rare Dynasty Warriors artwork 


° Dynasty Warriors and the KOEI !ogo are trademarks or registered trademarks of KOEI Co., Ltd. ©2004 KOEI Co., itd. 

Mild Langu age All rights reserved. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertain- 
‘ ment Inc. The ratings icon is a trademark of the Entertainment Software Association. Dolby, Pro Logic, and the dou- | 
Violence = D symbol are trademarks of Dolby tibet Manufactured under license by Dolby Laboratories. | 
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Unlimited Video Game Rentals 
Go to www.gamefly.com/psm for your FREE trial 


©Copyright GameFly 2004. All rights reserved. Gamefly is a registered trademark of GameFly, Inc. PlayStation®2, Xbox™, Nintendo 


GameCube™ and Game Boy® Advance are trademarks of Sony, Inc. Microsoft Corp. and Nintendo respectively. You must be 18 years of age E | —) ad ) VAN pa | E FLY. 


or older and reside in the 50 United States to use the Gamefly service. Please visit www.gamefly.com for complete terms and conditions. 





